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WHO IS LARA CROFT? 


Lara Croft, daughter of Lord Henshingly Croft, was raised to 
be an aristocrat from birth, in 1965. She was privately 
tutored from age 3 to age 11, whereupon she attended 
Wimbleton Girl's High School in Surrey, England. At the age 
of 15, she showed a brief interest in archaeology and was 
introduced to the subject by the renowned adventurer, Von 
Croy, whom she accompanied on an expedition to Columbia. 
Von Croy never returned from the trip, however, and the 
undisclosed incident which led'to his apparent demise also 
ended Lara’‘s interest in archaeology. She returned home to ~ 
graduate from high school, a boarding school, and finally a 
Swiss finishing school which she left at the age of 21. 


Lara’s marriage into wealth had seemed assured after her ° 
father arranged for her to marry the Earl of Farringdon. 
However, on her way home from a skiing trip withher —_ 
fiancee, her chartered plane crashed deep in the heart of </y 
the Himalayas. Although Lara was the only survivor, in a 
way she died too — the woman who learned to stay alive 

for two weeks in the hostile wilderness before emerging ; 
from her ordeal was not the same sheltered Lara Croft — Pg 
who had originally boarded the plane. { 


Back in upper-class British society, Lara was unable to 

stand the claustrophobic and suffocating atmosphere, 

She realized that the only time she had felt truly alive 2 
was when she traveled alone and depended upon her 
wits to survive. With her wealth and connections 
behind her, over the following eight years she was 
able to acquire an intimate knowledge of ancient 
civilizations across the . Her father, however, 
soon disowned his prodigal daughter and cut her *~ 
off from the family fortune. Lara turned to 

writing to fund her trips. Famed for discovering 

several ancient sites of profound archaeological 

interest, she made a name for herself by y 

publishing travel books and detailed journals a 
of her exploits. 
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The initial levels serve the same 
purpose as Lara’s estate did in the past 
three Tomb Raider titles—they act as a sort of “training ground” to introduce us to the various 
moves—new and old—which Lara can perform. By the time you have finished them, controlling 
her will become second nature. These levels also serve an important function relating to the: 
storyline of the new game. They show us Lara as a teenager and introduce us to her mentor, 
Verner Von Croy, who plays a pivotal role in the rest of the game. 


...Verner Von Croy! In this Throughout the game, the 
level, which takes place in size of the screen will often 
the recent past (15 years ago), change from a narrower 


y : 1 he will act as our mentor and cinematic view to a normal 
pane ee ae Ls teach us all the various television view. This lets you 
rcheologist and advent movements we can perform. know when a cut-scene has 
. Excess bab ended and control of Lara has 


returned to us. When this first 
happens, follow Von Croy 
toward the steps. 


7 po 


3a 


Sa ah" = 
Von Croy will warn you of 
the dangers ahead. As he 


On the left aide of the set 
of stairs is a Golden Skull. 


says, we'll want to stay close and Either run over to it or push 

follow his instructions. Well, forward and hit the Action . 4 
most of the time anyway! Here, button at the bottom of the Head forward into the next room 
for instance, there is a secret to stairs to climb up. Stand over it where Von Croy is waiting. He offers 
obtain before we go after him. and press the Action button to some more advice before heading down 


pick it up. Use the Walk button 
in order to line yourself up with 
items you wish to acquire. 


the next group of stairs. Pretty grumpy 

guy, isn’t he? Follow him, but don’t pass 
him by when he reaches the next area of 
stairs. 


A - Ge lebia be 


Yikes! Spikes! Good 
* thing we waited for Von 
Cray. to deactivate the trap 
for us or we would have been 
Lara shish kebob! When Von 
takes off, continue to 
follow him into the mext 


room, 


A Wild Baan wil attack J 

~* in this next room. Let 
Von Croy deal with it—after 
all, he has a knife and you 
don't! After he has made 
pork chops of the hog, he 
will continue into the next 
room. Follow him through 

the doorway. 


SRM ab 4 - 2 
As soon as you press 
“* forward, Lara will start 
to run toward the edge. As 
she does, press the Jump 
button then quickly press 
and hold the Action button 
to catch the ledge. Push 
forward and she will pull 
herself up. Congrats! You just 
pulled off a Running Jump 
with a Grab. 


At the ledge, Von Croy 
&* will tell you how to. 
jump across. Before you do, 
use the Look button to check 
out the water below you. 
Notice anything? Hop down 
and pick up the Golden Skull, 
then make your way out of 
the water and up the stairs 
to the left or right. 


Follow Von Croy into the next 

* large area, He will explain the 
finer points of jurnping, giving you 
an opportunity to make some leaps 
of your own. Use the Walk button to 
reach the first edge, then do a 
Standing Jump. In the air, hold 
Action down and you will catch the 


next ledge. 


Von Croy wil cross a 

‘y* walkway over the fast 
little waterfall. Don't follow 
him just yet. Instead, go to 
the left edge of this 
walkway, turn around, and 
tap backward holding the 
Action button. Lara will drop 
and hang. Release the action 
butten and she will fall 

gently to the ground. 


Once back at the fedge, yeialca 

* Standing Jump across it. Head 
around the block in the next room 
until you are once again united with 
your mentor. 


With Action held down, 

&* push forward and Lara 
will climb up. Piece of cake! 
This next gap is wider, 
though, so we will have to do 
a running jump this time. 
First, use Walk to reach the 
edge, then quickly tap 
backward. Lara will take one 
step back. 


\ Under the walkway 
* you'll find a Golden 
Skull. Take it, then turn 
around and head left across 
the ground floor of this main 
room, At the far end you'll 
find a ramp which will take 
you back up to where we 
first entered this area. 


ie al 
Remember the jump 
* sequence? Good, 
because we've got to do it 
again. Do a Standing Jump 
with a Grab at the first gap 
and a Running jump with a 
Grab at the second. This 
time, cross the walkway at 
the far end and take a left 
until you catch up with Von 
Croy. 


Sa 


He will explain how to shimmy. 


O°* Move forward until you are 


directly against the wall. Jump, then 


press and bold Action to grab the 


edge, With Action held down, move 
right and Lara will shiramy her way 


across. As long as you hold Action, 
she will not let go. 


Now turn to your left 


ae “ and reach Von Croy, 
how who decides that you will 
’ oaien ter ady swim across to activate the 
mentioned this to you when bridge while he stays nice 


we found the last secret, Get 
to the edge of the drop, turn 
around, and tap backward 
while holding Action. Lara 


and dry. 1 guess it’s good to 
be the mentor! Jump in the 
water, using the Swim 
button to propel yourself 


forward and the Jeft and 
ay oe — sexe he ra right direction buttons to 
will fall to the floor. mmeb 


™ up into a larger space, 
you will be able to pull 
yourself up by pressing 
forward. Do so, then head 
down the hall and take a 
right. Take a left at the 
corner and head straight to 
the end. Don’t let the 
changing camera angle 
throw you off! The controls 
for movement are the same. 


Straight across and to 
the right of where you 
jumped in is an underwater 
passageway. Enter it and 
swim to the left until it 
comes to a dead end. 


Do a Roll Turn to 
eo. turn around and am se 
A Large Medi-Pak head back out. If you In the very center 
and a Small Medi- are running fow on air, * of the deepest 
Pak await you. Use the you can surface in.an part of the pool you 
Action button to pick air pocket in the long will find another 
them up while you are part of the passageway Golden Skull. After 
floating over them. before continuing. it, resurface. 
Make your way to the 
large area outside 
where the waterfall is 
located. 
Aj - i X . * 


Von Croy will talk 

to you and tell you 
how to move across 
surface of the water by 
using the directional 
buttons. Make your 
way directly across 
from Von Croy, and use 
Action to pull yourself 

out. 


\. Climb the ledge to your 
2 =» left and walk over to 
the lever you'll see in front of 


Continue around to the 
 * right after him. After a 
little small talk, walk 


Pay < 


Walk to the right side of the 


you. Get directly in front of it straight up against the ©* lever in front of you and pull it, 
and then press the Action ladder on your left. jump and Return to the ladder, turn around, 
button to lower the bridge. hold the Action button to and Hop backward while holding 
Von Croy will walk across catch on. With the Action Action, Lara will catch the ladder. 
without a word of thanks. button held down, push Push down to cause her to descend. 
Follow him through the forward and climb the ladder 
corridor to the right where to the top. 

he will unlock a door. 


i De AG 
1. Here's how to swing: 
~* Jump and then press 
and hold the Action button 


SIPC aS i= 


“\ Here's a tip for you thrill 


to grab an overhead surface. 

* seekers: if you don’t — As long as you keep Action 
mind risking a fall, you can At the foot of the ladder, take a held down, Lara will hang 
release the Action button > feft and head up the stairs after from the ceiling, Use the 
while heading down a ladder Von Croy. He certainly seems to be direction buttons to 
and then press it again in a hurry! At the very top of the maneuver. In this case, push 
before she falls too far. Lara stairs you will find yourself facing a forward to head across after 
will drop and catch the long drop. Good thing you were a Von Croy. 
ladder each time you do this, monkey bars champion in school! 
making her way down much 

more quickly. 


\_ Im this second area, Von 
"* Croy will open a door. 


— Follow Von Ci and instead of following him 

. You can ays Look _-* around to the left. You'll inside, continue to the right. 

™ while you are hanging, encounter a couple of Wild in the far corner you'll find a 
but don't let go of the Boars in this area. Since you Golden Skull. Take it in a 
Action button! Although you are unarmed, let Von Croy do hurry before the Boars cause 
cannot see the ground under the dirty work for you. Von you damage. Turn around 
you, there will almost always Croy? Now where did he go? and return through the 
be a surface to drop down Better escape the hogs and doorway. Von Croy may 
onto when you reach the run after him around to the dispatch the Boars for you. 


end. After swinging forward 
as far as you can, let go of 
Action. 


right. 


Canticine: Siewert 
* heading down the steps 
all the way to the bottom. 
Enter the doorway which is 
flanked by two guardian 
statues. Spooky! 


and continue crawling 
forward until you come 
to a Golden Skull. Pick 
it up, turn around, and 
crawl back to the main 
passageway, taking a 
left and then a right 
until you enter a large 


room. 


W you didn’t time your 


Take a right and you'll find a 
>* Golden Skull next to the right- 
hand pillar. Continue through the 
room and out the back doorway, 
past the skeleton of the poor sap 
who got skewered by a trap. 


Racca 

We tose control of 

Lara temporarily, 
but here we learn the 
origin of the backpack 
she always wears. It 
seems she took it from 
the bones of an 
unlucky adventurer. 
And { had always 
thought she bought it 
at the local Gucci 

outlet! 


>_> 
When control 

* returns to us, 
make your way to the 
lever to the left side of 
the skeleton, Pulling it 
will cause the large 
door to roll open. Head 
back outside through 
the crawlspace to 
where Von Croy is 

waiting. 


In the next room, Von 

* Croy gives you a new 
assignment. 
giant door from the inside! 
Move ahead and to the right 
to face the hole at the 
bottom of the wall. Hold 
Crawl, then press forward 
and you'll enter the 

crawlspace. 


jing the 


Run down into the 
darkness, turning 

right to follow Von 

Croy. You'll be shot at 


Pressing Jump while 

Sprinting will cause 

you to form a 

Forward Roll-do this 

when you reach the 

nearly—closed door at 
the end. 


Forward Roll correctly = - 

to make it under the door, Take a left up the hill Right psa ohare you 

don't sweat it! You can into an open area where entered, in the corner of 

always drop and Crawl Von Croy awaits. Looks like the walkway, is a Golden 

through instead. While it we are getting closer to Skull. Get up on the walkway 

doesn’t look as “cool,” it sure reaching our goal. to the left or right and head 

is easier to do. back there to pick it up. 
Once it's in your possession, 
follow Von Croy up the small 


stairs where you see the 
torches. 


inside this next room, 
Von Croy tells you that 
one passage is for the 
virtuous and another is for 
the heretical. The door he 
opens will depend upon 
whether you obtained all 
eight secret Golden Skulls or 
not. No matter which one 
opens, follow him down the 
stairs and into a large room 
with another rolling door. 


a 


Take a left, and Climb 


up to the walkway on 
the edge of the room. if you 
didn’t notice it already, Von 
Croy will tell you about a 
passageway above you in the 
far corner. 


Press forward « or Jump and hold 

Action to hang. The space is too 
small to stand up in, so you'll have 
to hold Crawl and press forward to 
enter the crawlspace. Follow it out, 
stand up by releasing Crawl, and 
head to the right on the second- 
floor walkway. Watch your step up 

here! 


ine yourself up in the middle “a : 
an walkway facing the rope, “ 


Walk forward until you 


can go no farther. While c on the rope, press 
Fortunately, there is a rope in hop backwards, and do a Running R2 on the he rope, press to 
front of you. Ready for some Jump with a Grab (hold Action). Swing with momentum. 
action? If you didn't get all Lara ca catch the rope in midair! When you are over the ledge 


of the Golden Skulls, there 

will be a pool of water below 

to break your fall. If you took 

them all, you've got no 
safety net! 


on the other side of the 

room, Jamp down off the 

rope and land on the 
walkway. 


Instead of using the 

rope again, we can Drop 
Down off the ledge to the 
ground floor. For those who 
want to show off, you can 
also dive into the pool by 


Von Croy will be waiting 


\ Turn to the right and 
pull the lever in front of 
you. The large rolling door 
will open down below. 


holding Walk at the edge of 

the ledge and then taking a 

Forward Jump. It goes 

without saying that you 

shouldn't dive if there is no 
pool below... 


~ * for us when we get 
down. Ladies first! Head 
down the hole into the 
darkness... 


} if you didn’t recover all 
4 eight of the Golden 
Skulls from the last area, why 
not? Didn't 4 just tell you how 
to find them? No matter? You 
will get the easier of the two 
race courses, 


) After you head through 
<4 the arches, the camera 
will shift to an overhead 
perspective. Don’t let it 
throw you off! Turn to the 
right and run straight off the 
ledge and head forward 
through the door down 
below. 


. : ey —— - - 
Run straight out of the mouth 
into the doorway ahead. Turn 


right, then take a left and another 
left up the stairs. 


room ahead of you, he 
will close the door behind 
him. You'll have to Jump and 
Climb the ivy to the left side 
of the door and drop down 
into the next room. 


<< and take an 


res: immediate right into 
wen’ atal—but the next room. Head 
rondy toiGreb the, you'll lose time making through it, turning to 
opposite ledge and pull your way to the corner the right at the end 
yourself up. block to climb back up until you come to a 
out of the pit. hanging walkway. You 
~~ can Jump and Hang 
X and then swing your 
if | way across... 


TRIP ==WORMA 


’ Enter the doorway 


ln ae 


Jump right when you 

come to the first gap— 
you don’t have to stop 
running if you time it 
correctly. On the other side, 
climb up the ledge then run 
forward and jump the next 
gap. If you fall into the pit, 
look for an ivy-covered hole 
in the wall which takes you 

to the next room. 


| Climb up the opening to 
<4 the right and continue 
down the hallway which 
weaves to the right and left 
before heading left up a 
ramp. The upcoming jump is 
the longest one you'll have 


forward into the pit, 
Jump over the tree 
stump, and Jump and 
Hang to climb up the 
wall at the far end. 
This may save you a 
little time. 


; Run forward (toward 
kk next ranusts the camera) and press 


Jump to reach the upper 
difficult only because it 
is barely lit, The rock piles walkway. Turn to the left and 


form ” make an angled Jump across alt res 

back wall. Head torte pile the next gap, then head You'll have to zig and zag 

to the far left side of the across the bridge to the final through this area-right, left, 

room. Climb up the first section of the level. If the right, right again, and finally left 

block, Jump peu Hang and door is closed, find a hole in before reaching the end. Don't run 

Climb up to the highest the wall to the right and use at full speed or you will likely hit a 
block, then do a Roll Turn. Action fo opess i. wail. 


a * 
At the very ‘esatonn, 13 Lara Reluctantly, she agrees 


If you beat Von Croy into the 
J ste opens room, the cutscene wil be peg pa ee tpn 
pees her, ‘so sit back slightly oo ve aay if he treasure, but as he reaches it 
and watch the story untold. tite ints m Rieee. Mors Srey the area Is rocked by an 
= will ask Lara to help him. Mindful of earthquake. At least, !f 
the curse, Lara is hesitant. it’s just an earthquake... 


A computer ics scene 
signals the end of this level. Like 
Wah ‘Von a ee sands in the hourglass...l mean...like 
trapped inside, Lara has no the shifting desert sands, we shall 
choles but to make her escape iby soon find ourselves in another time 


diving to safety. and place. 


—~-e# kie Biotest tlebt at | 15 
ban TI 


mm So you've recovered alls 

Golden Skulls, huh? 
Apparently, for our heresy in 
trying to remove the 
treasure from the temple, we 
will find a much more 
difficult route to the iris. 
Although it is simply a 
matter of knowing which 
way to turn and when to 
jurnp, there are spike traps 
here that will kill you! 


ame If you don't want to risk 


it, Walk to the edge, Hop 
back, and then Run and Jump 
over the second pit instead. 
You will lose time, but better 
late than dead! Keep running 
straight ahead once you've 
landed on the other side of 
the second spike pit. 


«eae When control is returned to us, 
Run to the Northeast (left) after 
Von Croy. You'll make a quick right 
turn in the corridor-get ready to do 
a Running Jump! 


es, You've got to do 


another Running Jump 
over the next pit. As before, 
Jump when you reach the 
end of the stone corridor— 
but this time get ready to 
Grab and Hang. There are no 
spikes below, thank 
goodness. If you don’t reach 
the ledge, you will at least 
catch the ivy and can Pull 


yourself up. 


| eck anther any staat 
See corridor esicls; take a 
Running jump to leap over 


outside the corridor before 

you jumped, you should be 

able to land and then do 

another Running jump over 
the second pit. 


=~. Head right inside the 
next room and take a 
left. Continue through the 
next door (if closed, it will 
open as you approach) and 
take a right toward the long 
bridge. Don't stop running 
but continue across the 
bridge as fast as you can! Get 
ready to make two Jumps. 


seas hak sts mth Uk eed Ei 
bridge, you will start to slide 

down toward some spikes. Stop 

running. Immediately ac ocme 
and you will land safely...on another 
sloping block leading to more 
spikes! Jump forward immediately 
once again to clear the second set 
and enter the corridor. 


em Take a left and climb, or, from 

the left side, Jump right and 
then Jump forward over the pile of 
rubble blocking your way. The water 
up ahead may look refreshing, but 
ignore it. just past the rubble is a 

to the East (right). Enter 

the darkness and take a right to 
find yourself at a bridge. 


<> Sprint across the bridge and 

stay to the right as you head 
through the next corridor. That is, 
assuming the bridge is still 
present... 


<am Take the pathway across the 
water without falling in. You 
can Jump to cut corners if necessary. 
Exit through the open gate and 
follow the corridor ahead to the left 
until you come to a spike pit. 


om» If Von Croy reaches the bridge 
far enough ahead of you, he will 
cut it loose. You'll have to drop into 
the water below and swim through 
the crawispace until you can pull 
yourself out of the water up ahead. 


“ams Ifthe gate on the other 
side of the water is 
closed, turn to the right and 
head to the corner. Climb up 

two blocks and Run to the 


ahead of the first spike pit. 


PA? T 


ew» You'll have to take a Running 


Jump across the pit. Pull 
yourself up on the ivy. To cross the 
next pit, don't Jump while inside the 
corridor but wait until you are right 
at the edge. 


—_ a SE 

two openings and enter the 
next room. If Von Croy cut the 
bridge, use the rope to swing across. 
Otherwise, Run across the bridge 
and again Climb up through one of 
the two openings. Take a left turn 
once you've gotten thi 


«es» Turn to the left to go 

around the giant stone 
head and then turn right and 
enter its mouth. If you 
accidentally fall off the ledge 
into the area below, use the 
ivy on the inside wall to 
Climb back up to the left of 
the stone head. 


to a 


<». 4 om | oh 


ap, ie plane atom ae 

much closer to the far wall. If 
you don't Jump far enough, they 
will cause you damage while you are 
hanging on the ivy until you can 
Climb out of their way. Use the 
Medipack if necessary. Take a left in 
the dark corridor ahead. 


tm Take an immediate right 
through the stone corridor, 
winding to the left and out to the 
other side near the giant stone 
head. The camera will zoom away 
from Lara, making it difficult to see 
which direction she is facing. 


=» Once inside the head, turn right 

and weave left, right, and left 
again through the dark corridors. As 
you head down toward your goal, 
you will lose control of Lara and a 
cut scene will play. 


«am If you beat Von Croy into the 
room, the cut scene will be 
slightly different than if he reaches 
the Iris first, In either case, Von Croy 
will ask Lara to help him. Mindful of 

the curse, Lara is hesitant. 


«a>» As she turns to help, the globe 
closes up and traps Von Croy 
inside. Lara has no choice but to 


make her escape by diving to safety. 


=» A computer graphics scene 
signals the end of this level. Like 
the shifting desert sands, we shall 
soon find ourselves in another time 
and place. 


— scctanichi Lara agrees to eae 
Von Croy heads across the 
bridge toward the treasure, but 
suddenly the cavern is rocked by an 
earthquake. At least, let's hope it’s 
just an earthquake! Von Croy 
tumbles off the platform and is 
caught by his leg. 


pie RS RECOVERINGTHE AMULET OF HORUS 
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Lara and her guide are exploring the 


Tomb of Seth in Egypt looking for the 
Amulet of Horus. Solving the puzzle of the fire tiles will give you the Timeless Sands. When 


this is placed in the hands of a statue you find in a room to the south of the Sphinx, sand will 
empty from the main floor and allow you to climb inside the Sphinx’s mouth. 


TOMBE OF SETH 
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. you move down the hill, 
fifteen years after our escapades Sefore following our trusty £% you'll notice small 
= with Verner Von Croy, Lara Croft has _% companion down the hill, 
indeed grown up. She is now a world- turn to the left and Grab the 


famous adventurer and archaeologist 
herself. As a “tomb raider,” we find her 
in Egypt exploring the legendary Tomb 
of Seth. This level will show us how Lara 
unwittingly releases a great evil, and 
how she attempts to set things right. 
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Flares. Turn around and Grab 
more Flares in the room behind 
us. Now follow the guide. From 
here, there is only one way to 
go—onwards and downwards! 


Geese -_ 
hs 
The next impression 
>» contains a Large 
k...and a Scorpion! Draw Bene 
your pistols and shoot it dead. , the camera shifts 
There will be more danger > to the point of view of 


ahead, so you might not want to 

holster your guns just yet. Lara 

will automatically Jock on an 
enemy when it appears. 


And it’s coming way! 
Gee...do you think it will be 
friendly? 


impressions in the ground. The 
first one contains a Shotgun. 
Take it, and head to the left 
down into the cavern. Your - 
companion will light torches to 
help guide our way. 
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Dispatch the Wild Jackal with your 
pistols. Bad dog! No biscuit! 


—. 
Before we enter the 
tomb, we will want to 


check out a lit area to our 
North. Jump over an 
impression in the ground 
and take a right until you 
find yourself between two 
rock ledges. 


Enter the the tomb and 
continue down the 
stairs following your guide. 
He needs a name-tet's call 
him Sahib. Doesn't talk 
much, does he? 


Now teat the room re 

full of sand you can 
Walk across easily. On the 
left pedestal is an Eyepiece. 
When you take it, you'll be 
shown that the locked door 
upstairs is now open. 


Head back down the hill toward 


Walk up on the highest 


the entrance. On the ramp 
~* ground possible and to the tomb you'll find a 
then jump and Climb up to Large Medipack. 


the corner of the left ledge. 

You'll hear the melodic 

“secret sound” and score a 

Small Medipack for your 
trouble. 


square holes on the 
wall? Approach the hole to 
the left of the locked door 
and use Action to reach 
inside. Lara will trigger a 
mechanism that fills up a 
rz CREE ge room with sand. The hole in 
The door ahead of him is the wall directly opposite 
locked, and the one behind us contains a Large Medipack. 
closes as well. Before we attempt to Take it, then head down the 
open them, take out your pistols open passageway to the 


Make your aay through 
the door to a large room 
with some sort of stone altar 
in the center. Sahib will head 


— tee the down the stairs and enter a 
the right Med a nse room behind it. Follow him, 
a zips: ela but don't get ahead of him. 


“TY There was a blade trap 


waiting for us which our 
buddy has now disabled. We 
owe you one, Sahib! 


‘| Before we use the Eye of 
<* Horus to open the door 
upstairs, let's detour for a 
secret. Climb the stone in the 
center of the room and make 


At the other end of the room is 


/* a pedestal with a second 


Eyepiece you'll need to obtain. Take 
it and leave the room. 


“), Use the R2 button to 
** gain momentum on the 
rope. When you are high 
enough, Jump off the rope 
and land in the doorway of 


% In the inventory menu, 
/* select one of the 
Eyepieces and use “Combine” 


to graft it to the other 


Eyepiece. You've now created 
the Eye of Horus. 


Use the look button to 
~* get a view overhead. In 
a few seconds, you should 


Tope. Turn left of right until the room we spotted. Enter spy a device with some nasty 
Lara sees a doorway that is it and you'll hear the “secret spikes on it making a circuit 
glowing with blue light. sound.” Turn to the right and around the room. 

Jump and Grab the rope and ar and Hang ahead 

she will start to swing. is a boned 


(O® passes overhead, 


Climb up and run 
forward as far as you 
can. Take a standing backwards yet again 
jump into the small and you'll slide safely 
alcove on the right to the ground. Head to 
side, and then the opposite side of 
Crouch (12). Continue Hopping the chamber. 
backwards until she 
lands near the opening 


of the secret area. 
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\ Gn the wall here is 

* a receptacle for 
the Eye of Horus. Use it, 
and the door will open 
for us. Oh, and you 
might want to have 
your guns at the 

ready. 


More Wild Jackals attack 
+* us here. Do an “Old 
Yeller” on them, and then 
Run of Climb your way up to 
where they came from. 


ince 
Between the stairs on 
'** the other side you'll find 
a Small Medipack. Now head 
South until you find a 
doorway and Walk through 
the opening. 


See oF Sar. 
Make your way forward 


* into a large room with a 


statue ahead. We can see 
that there is a gate blocking 
Sahib's way. How are we 
going to let him in? 


Berta 


wow 
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A cut-scene will show us 

* a panoramic view of a 
giant Sphinx head. Wow! I 
wish we had brought our 
camera! No one's going to 
believe this. Isn't this cool, 
Sahib? Sahib? Hey, where is 
he going off to? 


Sahib is here. He lights the oil 


* on the water with his torch, 


causing the door on the other side 
of the room to open, Follow him 
down the steps until you reach an 
intersection. He will take a left, 
following the brightly colored 
passageway lined with figures. 


j 
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* room is a doorway. 
Wind your way around until 
you reach a room at the top. 
There is a chain in front of 


you, and many intricate 
carvings on the floor. 


— 
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Before following him, drop 
** down to the right between the 


stairs. You'll find Ammo Clips here. 
Climb your way out, or Walk 
around, and head back to the left. 


eet 
We want to go to the 
* right into a glowing 
green area instead. Drop into 
the hole in the ground and 
retrieve a Small Medipack 
and then climb out. 


foe 


PE 


Pull the chain and the 

J°* gate below will open, 
allowing our guide to enter 
and light the water on fire. 


UW t's puzzte time! fake way 


© back down is blocked, 
and the treasure at the far 
end of the room is blocked 
by a gate. Notice how the 
fire in the room below has 
illuminated certain floor 

tiles? That's our clue! 


(* Standing Jump to 
the right, landing on 


the space directly in 
front of the gate. If 
you hit only the 
illuminated spaces, the 
gate will open to reveal 
the Timeless Sands. 


\ Pull the lever and 

> carefully climb back 
down. The gate will now be 

and the “secret 

sound” will chime as you 
enter. Leave this secret room 
and head to the left and 
then right down the 
passageway after Sahib. 


We want to cross the room 
“ landing only on the Mluminated 


patterns. Try and perform your 
jumps from the center of the 
squares. Walk around the rope to 


begin, then doa 


Standing jump 
diagonally to the right. Now do a 


Standing 


Jump forward to the 


illuminated pattern which looks like 
a Christian fish symbol. 


catching on fire) and 
slide down to the right 
until you come to a 
room with another 
chain. Pulling the chain 
will open a gate and 
allow you back ae to 
the room with the 
illuminated squares, 
resetting the puzzle in 
the process. Try again! 


re shines 


near the Sphinx, Sahib 
will be joining us soon- 
look for him to come 
down the stairs on the 
left. He will head down 
to aroom on the left of 
the Sphinx near the fit 
torch on the South 
wail. 


sure has our 


/** friend spooked! 
Although he opens the door 
for us, he then turns tail and 
runs. Oh well, looks like 
we're on our own from here 
on out. Follow the 
passageway and jump down 
to the large room. 


¥ Sess cans Soom is ti al, 
/* or else you can turn to 
the left and do a Standing 
Jump forward to the next 
space. Only one more to go! 


we 


left of the Sphinx. You 
will see a closed gate 
down below, but you 
can climb up the back 
wall next to it all the 
way up to a lever. 


On the center platform 
> are a couple of treats 
for us — specifically, Shotgun 
Shells and a Small Medipack. 

Take them first, as they 
won't be there in just a few 
minutes. Now climb up to 
the statue at the far end of 
the room and Use the 
Timeless Sands. 


\ With the removed, the 
J* Sphinx’s mouth is now 
accessible. Stand directly in front of 
it, then Jump and Hang, Since the 


With the hourglass in the san 
-* statues hands, the room will 
start to fill with sand (which is 
emptying from the room with the 
Sphinx). Turn around and head back 


out, circumventing the sand, press the Crawl button (L2) as you 


mindful of the Scorpion which pull yourself up into it. Once inside, 
appears. Jump and climb up to the follow the passageway and slide 
passageway. down into the next level... 
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up the 


9 Pull the lever at j Picki 
ll the end of the _ Shotgun Shells 
ulent From room, then do a Roll will cause the gate to 
ee Iockc ak shic Vd and run North through open— and will also 
igs, the door we just give us credit for 
say we are getting opened, out of there in a hurry! finding a secret. Run 
closer to our goal-the jump forward to the forward past the 
fabled Amndet of Northwest passageway statues until you come 
Horus! (in the left corner) to more spikes. 
before the spikes reset. 
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Shes baccin promnataice At the end of the hall 
spikes. As soon as the spikes will be another group of 
retract, run forward. You'll to the right. Use your spikes. Once again, Walk 
make it past them with just pistols to shoot the urn on forward to the edge of the 
inches to spare. the left. A Small Medipack is red carpet just before the 
: inside. Climb up to get it. Go spikes. When retract, 

ahead-you've "urned” it! Run forward. You'll slide 
down to another area, 
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ak 2 << angle, you on top 
wall looks like a perfect | Walk to the edge and get ready of the single colurnn where a 
Seated || A eaeasnietingetn” ——eiamrrwme 
— = oa patie The iand on she plasieccs, oie palariy 
POS IEMES SUE SVEN ONE jump to the left when the next 
the platforms have retracted. blade approaches 
The bad news? The blades > 
have now started spinning! mer 
eS AC 
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X 4 7 ) jump and pull yourself 
Sido —a ~ back to the room’ 
| Before taking the When you land safely on praia We ate pee back 
4) Shotgun, you may need “ the ground level turn where we started from! But 
to Jump straight up to avoid around to find a Small what good is a Shotgun 
the next blade. If you get Medipack in the corner here. without any ammo? Let's get 
nicked, use a Medipack to Take it and head back to the some shells! 
repair the damage. Take the Northeast corner. 
Shotgun and then 
immediately Jump or 
hop backwards. 
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is backwards. io s for me, ! prefer er 
Now rough Running | With shells in < the safer tay | Shiewmny your way 
jump to the platform hand, hop while hanging, with 4 around two more 
as the blade passes by. backwards until you the Action button held corners until you reach 
You should land right are hanging from the down, push to the left the Southwest part of 
on top of the Shotgun edge. If you are feeling or right and Lara will the room. The exit is 
Shells, but you may adventurous, you could Shimmy along the right behind us. As 
need to Jump straight run and jump over the edges and around the soon as a blade passes 
up to avoid the blades while running corners, overhead, climb up. 
oncoming blades along the top. 


before claiming 
your prize. 


NN anes 
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4 backwards jump. Lara 
will flip over and land 
perfectly in the next 

jay. Ta-da! A perfect 


pa: 
landing! Judges? 


| Exit the room opposite 
4 from where you entered 
it. Turn the corner to the left 
and you will come to a small 
room with sarcophagi on the 
West, North, and East walls 
and a statue in the center. 
There is a Small Medipack on 
the left side (West). Take it, 
then drop down into the 
Northwest corner. 


When control returns to 

us, follow the river of 
blood which is now seeping 
from the casket. It leads us 
back to the room with the 
statue and three sarcophagi. 


RP 
] Make your way up the 

<< passageway, climbing 
over the block, until you 
come to room with a 
sarcophagus in the center. A 
brief cut scene will show you 
a statue which is the key to 
the next puzzle. 
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| Inside this small space you'll 

<4 find a Small Medipack and 
Shotgun Shells. If you had 
approached the golden sarcophagus 
in the first room, this secret area 
would have been inaccessible. It is 
safe to go back there now, so let's 
return to the South. 


wire 
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| The sarcophagi will have 
<1 opened, revealing 
mummies inside, but they 
won't come after us until we 
h. For now, keep 
your distance. Walk up 
against the right (North) 
side of the statue and hold 
Action down. When Lara 
gets in the ready position, 
push forward to move the 
statue South. 


| Turn left upon entering the 
“ room. Use a Flare to light your 
way and you will find a Small 
Medipack in the Northwest corner. 
Stay on the outside edge of the 
room and run around to the 
| Southeast corner until you reach the 
Shotgun Shells. For now, we want to 
stay away from the sarcophagus. 


| As you approach the 
4 foot of the golden 
sarcophagus, we will 
temporarily lose control. The 
cut-scene shows Lara 
climbing up to boldly remove 
the Amulet of Horus. 
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) See that circular pattern 
& on the floor near the 
empty sarcophagi? That is 
where we want to push the 
statute. You'll have to 
maneuver around the east 
and north of it in order to 
push it into place. When the 
statue is resting on the 
circular pattern, a door will 
open inside the sarcophagi 
to the North. 
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<4 sarcophagi is currently 
occupied! Lure the mummy 
out by approaching and 
shooting at it. It will moan 
and then come out to chase 
you, You can’t kill it, but you 
don't have to! Run around it 
inte the sarcophagi instead 


and through the passageway 
behind it. 


— 
| Cross the bridge 
S and enter the 
chamber up ahead. 
Two more dogs await 
you, so get your guns 
ready. They may look 
like statues, but as you 
approach they will 
spring to life. 


) Do a Running jump over 
«. the spikes below to land 
‘on the next set of blocks. 
Walk forward until you are 
undey the side of the block 
above your head, then Jump 

and Climb up it. 
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| Drop down into the cavern, 


4 drawing your weapons to take 
out the Egyptian dogs which come 
running toward you, Perhaps they 
just wanted to play fetch, but we 


hes 

|) Mead towards the fancy 
< chamber entrance, but 
instead of entering it take a 
left turn and wind your way 
up the dark stone stairs. 
When you reach a fork in the 


can’t take any chances! path, take a left. 
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Grinch’s dog with the see ore aoe sopedin-sesel enh wretion 
sae — But! ground. We can't go the set of — roti 
danoaing of thom. foreasn Ente ee ra tryin ag 
Climb up to the far end Spe Soe meeere thea turn ta face the 
of the room and then Bloet kn the gt oF center of the room. 
lower yourself down she grate. 
the hole. 


a 
Climb the next block 

+ and enter the room 
containing a switch. Pulling 
the switch will open a gate 
far below. | guess that 
means we gotta go back 
down there! 
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) Make your way back to 
< where we first entered 
this large chamber, dropping 
down and Jumping across 

the blocks wherever 
necessary. 


8 paar 
When you saa it to 
the ground floor, enter 
the gute which was just 
. There is a lever 
inside. There is also a lever 
on the side of a wall. Hmm. 
That's odd, isn’t it? 


Climb the next block, 

walk to the edge, and 
do a Standing jurnp and 
Hang. Climb up to the next 
block. Crawl under the spikes 
ahead and make your way 
left to the end of the blocks. 
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Cie ds down and turn 

around to enter a small 
room with two sleeping 
mummies and a chain. Pull 
the chain to rotate the 
chamber (which wakes the 
mummies, by the way). 
Avoid them like the plague, 
continuing forward (West) 
to Climb the ladder, Don’t let 
go of the action button as 
you reach the top. 


Pull the lever and you 

will notice that the 
entire chamber has turned! 
In order to exit this reom, 
you've got to jump up to the 
hole on the East wall. Turn 


hallway. When you reach 
the end, you'll slide gently 
to the ground. 


left and head out the \ 


You should be facing south now. 


There is an alcove ahead we can 
reach, but if we miss we will slide 
down the walls to our death on the 
spikes below. So don't miss! Do a 
standing forward jump and land in 

alcove. 


You see, the ladder exits 

on a sloping surface 
which will send you sliding 
back down to the mummy 
room. While holding the 
Action button, do a 
Backwards jump at the very 
top of the ladder. Lara will 
somersault backwards and 
land on the floor of the main 
chamber. Good job! 


imate steko marsakahl 
you (South). Turn around, hang 


from the edge and drop into the 
room below. Pick up the Hand of 
Sirius and leave out the only 
passageway to the West. Climb the 
, ladder at the far end, and Climb a 
block to get out. 


emda? 
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This next part is tricky, 

because the side we are 
on has no ladder or climbing 
surface to lower ourselves 


err er 
Climb the two blocks on 
the right and insert the 
Hand of Sirius. When you 
turn around, you'll notice 
that a rope has fallen from 
the ceiling. Line yourself up 
with it and then doa 
Standing Jump to grab it. 


over on the rope 
<4 to the South and Jump 
off into the opening. The 
Scarab Talisman sits on a 
pedestal here-let's be sure to 
take it with us! 


) On the right side of the 
4) stone stairs is a small 


area you can drop down into. 


At the far end, to the left, is 
a Large Medipack. Take it 
and Climb back out. 


| Look sharp! When 
we slide down 


into this next room, ~! Nice Running! Run down the 
spikes will fall down on There aren’t any passageway until 
us from the ceiling! spikes in the corner you come to a large 
Turn left and here, so you can hole, Take the Large 
immediately start Climb out easily. Medikit nearby before 
Running ahead to the dropping down below. 
far left corner. Make sure your health 


| Whew! Made it! 
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As you make your way around 


“ the pedestal, take out your 
weapons again—there is another 
pair of dogs running up to greet us, 
Warn them off with the business 
end of your pistols. 
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| Moving on straight 

4 ahead, we'll need to 
Climb the large ladder on the 
far wall. There are two large 
urns in the room at the top. 
Target practice time! 
Shooting them reveals a 
Small Medipack and 

Shotgun Shells. 


bar is full, because you 


Pi 
A third dog may be 

<4 waiting for us as we 
head down the hallway and 
back out into the cavern. 
Take a right and head North 
up the stairs once again. 
instead of turning left to 
cross the bridge, this time 
we will continue straight 

ahead. 


\) Climb into the next 

4 room that contains two 
sleeping mummies and the 
Golden Serpent, and we need 
it to make it out of this level. 
No matter what, the 
murmmies will awaken. Avoid 
them as you Jump and Climb 

out to the North. 


| 6 this 

| area? It's the main 
cavern. Head to the 
East, because we are 
finally going to enter 
the chamber on the far 
side. Climb over a block 


may take a little and you'll find yourself 
damage. And try not to in a sandy room with 
drop onto the flaming another mummy who 


torch, okay? 


is sleeping on the job. 


y Eventually you 


i 

North wall. The one on iuitany agaial There ts 2 will see an exit ) Bid the level 
the left accepts the re to go until appear in the 4 farewell also. For 
Scarab Talisman. The owhere Northeast corner of when we head outside 
one on the right the level of sand has the room. Bid the into the warm 
accepts the Golden risen high enough to mummy farewell, sunshine, we'll lose 
Serpent. Neither one of allow you to climb and Climb out, | control of Lara, Sit 
them accepts American aut. You've got ta back and enjoy the 
Express. Insert the run in circles for awhile eka: 
items and you'll find to avoid the = \ 
the room filling with mummy's chatches. « 

sand. 


WALLEY OF THE KINGS 


shouldn't have. From here on 
out, the game becomes more 
difficult. You'll have to learn 
how to drive a vehicle 
starting with this level, and 
our enemies are no longer 
just animals but human 
beings who will shoot back 
at us. 


em, Your best bet it is to run fin 

circles around the rock 
formations in the center of 
this area. As the henchmen 
come into view, Lara will 
automatically lock on them, 
Shoot first and ask questions 
later. You'll notice that they 
drop items, but don't stop to 
pick things up until they are 
al! wiped out. 


ee AE 5: 

a» Like Sahib, for Seaton 
who gets the drop on us 

and takes our treasure. 
Fortunately, a sandstorm 
helps us recover our 
weapons. Unfortunately, it 
also brings along his 
reinforcements. 


~m, Eventually you will have sent 
them all to Allah. Meanwhile, 
you spy our double-crossing, 
no-good swindler of a quide Sahib 
heading toward the Jeeps. We're 
not going to let him get away! 


=. When the intro ends, draw your 

weapons as you step out into 
the sunlight. Armed thugs will 
attack you two at a time. You can 
take them out easier with the 
Shotgun, but you have limited 
ammo, 


Sa 


em, Walk around collecting 

the Medipacks and Uzi 
Clips the bad guys left 
behind when they shuffled 
off this mortal coil. One of 
them will have dropped 
Ignition Keys to the blue Jeep 
nearby. That's our ticket 

outta here! 


— aavad the driver's 

side of the Jeep and use 
the Ignition Keys to enter. 
Although Lara grew up in 
England, apparently she has 
learned to drive on the left 
side of the vehicle, Once you 
are inside, Sahib takes off in 
a hurry. 


= Follow w Sahib's pep 

= around to the right and 
then left. There is really only 
one way te go, so keep 
driving until you climb the 
hill at the South end, 


.e» Control the vehicle as you 

= would control Lara with the 
direction buttons of analog stick. 
The Action button is used to 
accelerate, while the Jump (Square) 
button acts as a brake. You can shift 
from drive to reverse with the R1 

and R2 buttons, respectively. 


co» At the top of the hill 

“= you will suddenly be 
fired upon by two more 
thugs. Perhaps now is a good 
time to tell you that you 
cannot fire a weapon while 
driving. You can, however, 
use your car to run your 
assailants down like dogs. 


Bose. 
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, In case | forgot to 
mention, Sahib isin’t 
very happy that we are 

following him. In fact, he will 

start tossing grenades back 

at us to shake us off. Unlike 
in the movies, you can't leap 

out of an exploding Jeep so 

try to avoid the grenades as 
best as you can. 


Se te - 

You can also use the 

Circle button to exit the 
vehicle and take them out 
with your guns while on 
foot. just remember where 
you parked the car, okay? By 
the way, it Is possible to 
traverse the level on foot 
using passageways and 


isn't acivis 
the Jeep to exit the level. 


cavern area until you choice, can 

come to.a light at the take the Gaukcos the = one other ig 

end of the tunnel. right which forms a ee pit, you ; 

Ahead is a large pit, so bridge over the gap. ae ahiachkorl Ai 

be careful! You can This allows you to run thai ng is “5 

either take the ramp over the shooter who is pach e gat aoe 

ea bor vast 5 . ape amryre steps eae Introduce him to your formation. It’s a long 

the front bumper and way down, so go gentle 
he-esige! don’t stop to call 911. on the accelerator. 
Slow down at the top 
of the hill, because the 
= * road is about to end 


abruptly. 


SS ee. 
tm. There's a second bridge to the 
right, with yet another dumb 
goon standing there shooting at 
you. At this rate, we are going to 
find a car wash that can get blood 


SE = 


,. Head down into the cavern and 
up the hill where the next level 
awaits. That wasn't so hard, was it? 


_ 


off our grill. 


Our wild jeep chase 
continues into the site 
of an archaeological dig. 
There are more bad guys 
ahead, as well as countless 
pits for the unwary driver. 


& Pass the statues and 
| drive straight ahead 
through the small opening in 
the rock. A sand dune cuts 
the path in half—to the right 
is a pit; to the left is a thug | 
on top of scaffolding. Easy — 
choice! Simply drive through 
the support timbers and 
send him crashing 
earthwards. And, yes, you 
can turn around and run 
over hii. 


“s 


g At the bottom of the hill, park 
“your Jeep for a moment and get 
out. Don't block your door by 
parking to close to the center stone! 
In this room you can collect two sets 
of Wideshot Shotgn Shells and a 
Large Medipack before continuing. 


Leave this area through 
the hole in the rocks 
ahead. Sahib’'s jeep is 
nowhere in sight, but there 
is more scaffolding here. 
Take a left turn and run 
through the support beams. 
to drop this goon to the 
ground. Back up and run him 
over for good measure. 


© When you 

Jeep, Sahib takes off in 
his. Follow him, but not too 
closely—on the way up this 
large ramp and in the next 
area, he will be tossing 

grenades your way. 


Park your Jeep directly 

in front of the closed 
gate ahead. Exit the jeep and 
look for a place to climb up 
on the scaffolding on the 
South wall opposite of the 
structure you just took out. 
Once you've climbed up, take 
a left to get the Shotgun 
Shells at far end. Now turn 
around and head back to the 

West. - 


3 As you turn left around 
the corner, draw your 


crete care. 


8 Now you can run around 


: 


underneath the scaffolding. Get 


the Large Medipack at the far end 


gums. A thug decides to (a secret) and come back. Climb up 
climb over the block in front to the scaffolding and climb back 
of you. Show L-wikat ithe over the block into the corner. fll 
Lara Croft! Climb the block si 
and drop down into the hole 
ahead. 
“pn 5 apelin % * 
a 


ti 
a 
ae 


From the corner, you 


can Jump and Climb up 


to the very top of the 


scaffolding. An alcove on the 


wall contains a Large 
Medipack. Take it, turn 

around, and you'll notice a 
rope. 


a 
ALE IIT 


Laver: Se 


a: 3 ve —— em ar 
\ To the right is a Hang and dro 
svi fever vigk up on rater! TEN the tunnel, but stay to 

Q Walk to the edge, the wall. Line yourself fedge to the ground. the left side! A spiky 

“hop backward, up directly beneath it, On the way down you ball will drop down on 
then do a Running then Jump and Hang to might notice a Large the right. As soon as it 
jump and Hang from pull it, The gate below Medipack tucked up in does, swerve to the 
the rope. Now swing us will open. the corner to the left right side of the tunnel 


across to the ledge on 
the other side. 


& You may catch a glimpse 
© of Sahib’s Jecp at the 
top of this hill. Head down to 
the right. Stay to the left 
side as there is a pit below 
on the right-hand side. At 
the very top, you'll have to 
turn left and drive between 
two very large pits. 


of the gate. Climb up 


to avoid a second spiky 


befor ball on the left. Now 
serdar in : swerve back to the left 
your jeep. to avoid the final ball 
on the right. Nice 
slalom job! 


© Here is a totally 
. unnecessary but cool 
secret, Did you notice the 
climbing surface on the wall 
of the pit? Park the Jeep in a 
safe location then walk to 
the edge of this pit. Back up, 
Hang from the edge and 
Climb down. Stay at the very 
left side of the climbing wall. 


ie ee 

® There are a lot of spikes 

beneath us. There is also 

a small crawls; on the 
left side of the wall. Climb 
down as far as you can until 
you are directly over the 
space. Let go of the Action 
button to drop, then quickly 
press it again to catch the 
ledge of the crawlspace. 


—-- [ A| 
ye 
Cet OF. 


With Action held down, 
use the Crawl button to 
pull yourself up into the 
crawlspace, You'll find 
Wideshot Shotgun Shells as 
well as Crossbow Normal 
Ammo inside. Back out, 
Hang, Climb to the right 
and head back up to the 
top of the pit. 


© There is a goon on 

¥ scaffolding whom you 
can knock down and run 
over If you so desire. 
Otherwise, head out of this 
next dune area to the South. 


And who is the 
mastermind behind this 
attack? Why, it is none other 
than our former mentor 
Verner Von Croy. Gee, | 
wonder if he's still mad 
about that Iris business? 


© Back in the Jeep, drive 

“. down the next hill (stay | 
left to avoid a pit) and up | 
the next incline. Cross 
between the two pits very 
carefully and follow the Jeep 
East through the rock 
opening into an area filled 
with sand dunes and pits. 


This final area of the dunes 
contains a tunnel entrance that 
isn't hard to find. Drive down into it 
and you've made it to the end of the 
level. Sit back and watch the movie. 


No matter. We've arrived at the 

house of our good friend Jean 
Pierre, where he translates the 
Amulet and reveals the true nature 
of the evil we've released. Oops! 


> Sahib heads over the dunes to 
© the North. Turn left to follow 


|| him, but watch out for pits directly 


' on the other side of the hills where 
you can’t see them. Follow him to 
the West. 


© Acinema will play 

i showing Lara's escape 
from the henchmen. lin 
typical over-the-top fashion, 
she runs her Jeep through 
them and launches it on to a 
ferry to make her escape. 


ERE a -% to Mee: 
it’s up to us to set 
things straight, right 
the wrongs, atone for 
our,..well, you get the 
idea. It's off to the 
Temple of Karnak. 


~*~ » A cans _- wd) 
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(QVERING THE TRUTH 


Your former guide has managed to 
escape for the time being. You've got 
to figure out how to open a gate in order to continue chasing him. Follow him across the 
dunes and enter a tunnel at the very end. You discover that by removing the Amulet of Horus, 
you have set in motion events that will lead to the release of an evil power. You've got to enter: 
_ the Tomb of Semerkhet in order to find clues on how to contain the evil. Before you can reach 
the Tomb, however, you must traverse through three separate areas acquiring the relics which: 
will allow you to reach the next location. 


DIS 
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1 \i Ne ey! > Bi to 


a : 4 /% parallel park like that? There’s 


oa : only one way to go, so start take the Small Medipack at 
De Sertes year ave bo ve ac at Climbing the blocks to the West and the foot of the obelisk. From this 
fe oth between areas you've already visited ’ side. esi‘ central location we can head in all 
This time we are looking for a si ingle directions. Go South first, taking the 
“eh ead. . ee center doorway. Climb up the block 
Canopic i ae ln once inside. 
Eh iy 
A % >» | 
q | 
7 - 
_ 
eK 
“S  Head up the steps to the rear. J 
| = X— _/& Shooting the urn in the corner a ’ 
< reveals Shotgun Shells. Climb Ne oe —— 
\ Drop down on the other side a ae 
p to get them, and make your way P 
] gp links: satrararenainencdens {rite the back room Where there are ..and more scorpions! When you've shot 
hole in the floor? Lower yourself SERRE UNE pow Seen Set, Biaip see sine AES fm, 
$ in ower yoursel light colored urns. This will “urn” you 
jown there, Enter the crawlspace to Wideshot Shotgun Shells, Flares, Uzi Ammo, 
@ Secret area. and a Large Medipack. Head North out the 


crawispace and climb back up to the ground 


Return to the block you 

~* climbed over to enter this 
area. Get on top, then Jump and 
¢limb up to the adjacent wall. 
From up here you can get some 
goodies. 


obelisk. 


The camera will shift and 
©) focus on the ceiling above, 
Is that a hint? You betcha! 


Holes in the walls at 
4% each end contain 
switches that open the 
grated doors we just saw. 
Go ahead and activate 
each of them. 


across to the far side of 

the second level and pick 

up the Uzi Ammo and 

Shotqun Shells you'll find 
there. 


Line yourself up directly in 
> * front of the door and use 
the Action Button. Lara will pull 
it open and swim inside. Swim 
through the small triangular 
opening in the bottom of the 
rock. 


|. Turn around to the East, 
2 jump and hang, and you'll 
be able te obtain Uzi Ammo and 
Wideshot Shotgun shells. Jump 
back toward the West and snag 
the Small Medipack. Drop 
and head back outside to the 


Climb the block on your right, turn 
/©* to the left and hoist yourself up to 
the second story level, There will be two 
gated doors here. Continue on to the 
left until a column blocks your way. 


down 


PN ae 
Enter the gated 
/*% rooms to the West. 
One contains a Small 
Medipack and Shotgun. 
The other contains our 
prize — the first of two 
Canopic Jars. When we 
take it, we'll see a scene of 
our destination. Drop back 
down to the ground floor 
the way we came up. 


Ca 7 a 
Now, let’s explore the room to the 
J>* West just through the colurnns. 
Inside the foyer you'll see a locked door 
on the left, Keep on going up the ramp 
into the next room. 


to Jump at an 


We've got 


/>* angle here. First, move as 
close to the column as you can. 
Now turn to the left and walk to 
the edge until you are facing the 
walkway. Take a Standing Jump 

and you'll land safely. 


1% contains a lot of 
gootlies, but we'll have to 
be careful not to run out 
of air trying to get them. 
Dive down, grab the 
Flares, and head through 
the small opening on the 
North wall. Continue 
forward and down into a 
hole where you'll find a 

sealed door. 


Boe i Drop back down into the 
Turn to the left and look ** water and head to the 
® for a hole in the root North again. Swim through 


ahiove. Swim up to it and fill 
your lungs with fresh air. Climb 
out and you'll hear the “Secret 
sound.” Fill your backpack with 
the Uzi and Crossbow Ammo 


you'll find. 


After verlag eat eae 
* make your way back the ‘ 


another triangular hole and up 
into a hallway. Don't head to the 
right (the gate is locked). 
Instead, look for a crack in the 
wall to the left and swim 
through into a Secret room, 


Quickly take as much of the loot as: 
+> you can, Leave the room 
the crack and turn to the right to reach 
the ceiling hole before you drown. 


= 


| Nee see a 


opened and activate the 
switch in the hole in the 


way you came. Head out the 


underwater door and back up to 
the temple. When you exit the 
pool, head back outside to the 


obelisk and climb over the 
stones to the North. 


for us. Turn around and take the 
Large Medipack off the block 


‘The switch causes the bowl 


Enter the Northwest = Bee 

/)s corer of this area. On the right side of Before we check it 
iments, een | Ser 
amidst the ruins, and also block and then jump and pts ore 
some Flares you can jump hang from the ceiling. ill bares Ai 
over to. Drop into the Swing your way over to Sree Hea nat 
hole in the ground (if you the opposite side. Climb veut tat ng 
didn't already do so by up to the highest block tre pis yon ae 
accident) and follow and push the button on climb out on jar F 
where it leads. This is the the back wall to your left. 
room you were shown This will open a door 
wher you recovered the directly behind us. 


Canopic jars. 


opening a hole 


behind us. Note the crawlspace 
up on the wall to the right — 
we'll be using it momentarily. 


For now, insert the Canopic 
© jar in the receptacle on the 
back of the sitting statue on the 
East side, This opens the locked 
door near the water area. 


ee 


Since we can’t exit the way 


. we came into this room — 
straight down — we've ae pe 


use the faMesqelry A 
hang on the and then’ 7 
yourself inside 


flares just before you 
reach another crawlspace. 
Enter it and stand up at 


Temple of Karnak and the 
Sacred Lake. 


For now, head through the 
long hallway on the left 


side. As you turn the corner, 
cut scene will play and we'll josey 
temporarlly, 


contrat of Lara 


Back out of this one 
“and drop to the 
ground. You'll find 
yourself just outside the 


temple area. Enter it and 

take a left to make your 

way to the hole in the 

ground against the South 

wall. Climb down and 

head out the other end to 
the columns. 


straight ahead of 
you (North) and take a 
left out of this first room. 
You'll find yourself ina 
room open to the outside. 


on. Straight ahead on one 
of them are 

Shells. Take them, turn 
around and head to your 
right. 


Climb up the blocks 
> to the South and 
you'll find yourself in the 
mai area near the 
obelisk. Turn right (West) 
and run through the set 
of columns to the foyer. 


Through the 
columns to the 
South is a small room 

containing Flares, a Small 


buggers and take your 
booty before heading, 
back outside. 


Looks like Von Croy and his | theese eae ace 
<1 henchmen have followed A] waik carefully to the edge 
a you to the Temple of Karnak! — of the large chasm ahead of you~) 
| We shall deal with those goons to the West.- = — 
= © later... p 


Enter the door anid 
/>% slide down. 
Congratulations! You've 
made it to the next area. 


——————— 


y Climb over the block 
<<“) to the North to 
enter a second room with 
more columns. We'll 
check this room out the 
next time through. 


at NJ oh} — tos] Ss tard 


Take a right and head up 


\ = eae to the top of the room. 
| backward and take a There Is only one way to go— 
J sac iw over the down a sliding block to the 


North. Walk down it and we'll 


For now, we'll take the rhigisay: There is 
find ourselves in the next area. 


edge, Grab the other side and 
Uzi Ammo on a block just inside to the 
left. 


pull yourself up. Made it! 


GSUACRED.UARE eae: 


im this area, we will final he ee 8, | 
com Bh ae, ew Sly Climb up the ledge you're 
Jar. We've then got to return to facing (North) and turn to 
| the Temple of Karnak to use Tt the left. Exit to the outside. It is 
2 probably a good idea to draw they can cause significant 
your guns as you approach the amped a heat essen 
ruins. couple of blasts will do 
it in. Take the Small Medipack 
from the rock if you need it and 
head left (West). 


| i 
_— The pitiv ends ot 
body of water, but 
we can take a short cut. 


Take a right through the Remember, you 

break in the vocks and can‘t shoot the 

jump into the water, beasts while you are 

There are more crocs swimming! You can, 

where that last one came however, plug them while 

from, but we have no ‘on the shore. Run and room 

choice. Swim around the Jump to avoid their is a smaller hole which 
structure in the center attacks, then Roll to face pom ean Hekeke eve 
until you come to the them while blasting away down into. 

Shears waed lions Out with the Shotgun. chamber. Enter It, using 


your handguns to shoot 


down more bats. 


ce» While holding on to the 
pole, turn until you see 
another pole to the West. We've 


tm» Straight ahead of you to 


South 5 got to get over to it. Climb up : alt 

wR 1 arctlaaket y e the pole until you are bigher <==» While holding on to the pote 
h ead < M4 = ite than the platform we are trying {action pressed down), quickly 

“hi a ‘W theese sie! to reach. Now turn back around press Jump and the backward direction. 
Sampo liinacglarienercnariss to face helEastisasthagene moe Lara will flip head over heels and land 
oe ieee: “Ss and platform are behind us. This on the platform. If you miss the jump 

next move is difficult. _ and land in the water below, you'll just. 
have to make your way back again. 


= ae 


em» Jump and climb the second . 
| pole until you are right ——— ‘ . = “ra : 

below the top marker. Turn so on — 
| that the wall is behind you. Yep. Head down the crawispace oe thachenae cone 
| We've got to do another back out at the end. Drop down it eae es aie f 
| backflip to land on the upper and head forward (South). The corridor open: iat ee 
ledge. You can do it! Once you've | will end in a Jong room with a chain in areal 

Janded, turn around and climb the middle and gates on the sides. 

up into the crawlspace, 


ee 


: om Pickup the Flares in 
ew» Jump to the first this first room as 
. pole and slide well as the Small eam. Turn right and swim 
x down. Now ump to the Medipack down the i forward. Turn right 
We've got no place ) second pole and slide corridor to the North. Get again and keep swimming | 
else to go, so head ; down to the bottom. ,a full breath of air and . | Straight ahead. When the 
back to the tunnel and . | From here, walk off the then leave the room to corridor comes to a dead 
crawlspace until you | platform so that you slide the South. | end, swim straight up 
, lower yourself down on down the sloping blocks - — | toward the blue sky you. 
into the water. “canseeabove.  .. 


the ledge In the pole 
room. 


<a» Don't dwell too ree on 
the surface, as there are 
crocodiles swimming around. 
Head for the same shore we 
were on before so that you can 
blast them to bits. 


ca: Inside the hole you'll find a 

closed door. Line up with 
the center of it and Pull it open. 
Lara squeezes through. Swim 
forward and to the left through 
the hole in the stones, then 
down and to the right. 


ani iie Haigh fou come. 
see it, the hole is there. 


Swim to the center of the room 


and attempt to surface, When 
you find it, Lara's head will 
break through the water and 
gasp for air. Tread water to the 
edge so that you can pull 


button if you need help. 


When the pres hove Saal taken 
out, face the structure in the center 
of the water to the East. The gate is now 
open, so let's swim inside. 


Vv fe Re 
=e» Swim through another hole in the 
== rocks, then straight up when you 

come to a dead end. You've got to take a 

left above toward an illuminated area. 
Swim up toward the room which is lit 


with blue-green light. 


ot: After getting out of the 

water, head down the 
hallway and pull yourself up to a 
room with a pedestal, At last, 
we've found the second Canopic 
Jar! Another gate has been 


opened. 


underneath an outcropping, 
you'll spy some kind of lever. 
Line up with it and pull it, A 


trapdoor at the very center of 


the room will open. Before 
exploring, get to the surface 
and get a full breath of air. 


eR 


- someone swinoming 


toward us. Oh wait,..it's our 


reflection! Looks like there is no 


way out.,.or is there? Look at 
the ceiling in the mirror and 


you'll spot a hole directly above 


the center of the room. 


om, We've got to go back the 

= way we came. Drop down 
into the water in the mirror 
room and head through the 
doorway, Swim down into the 
next hole and take a right turn. 


_., Straight ahead you'll see © 


a ane 


<em> Follow the hall around to = 
se» The gate you opened when 


the left, swii 


through holes in the stones, and — you obtained the second < ’ 
then follow it to the right until Canopic Jar a few minutes ago is oe» The water current will start to push 
you see the door you Polled at the end of an underwater you forward. When the next level 
open. From here, head straight hole to the North, Take a breath loads, you'll find yourself back at the 
up to the surface. and dive back down inte it. Temple of Karnak. 
| Ny “ 7 is PA jo) a) | OR 2 md ] 
BATE TOT EMPEE OF KARNAR 
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h PA See J 
Now that we've got pe age hae 
+ » the second Canopic Use the Can 
Jar in our possession, ares mae > on the back of the 
we're going to use it to sia As 2 pte 2 ok aie statue, The bowl in 
obtain two more relics — Fark Sesteoe= 7% and drop to the between the two figures 
© the Hypostyle Key and the beter a tap arer anc ground below. Take a left will tip over and spill 
Sun Goddess, We've got elimézing ip antl yous torn and you'll end up something into the water. 
to run back through the ete <r overlook, on a statue. We need to 
aC) » Look e the Canopic jar 
last three levels to do so. familiar? This is the Fede OIL map 
Temple of Karnak again. 


Jurap over the bowl 
(> ONTO the water. 

Lara is now able to walk 
across the surface. 


— ee 
Walk behind the 
oa b large statue and 
a ‘ climb the stairs. Take the 
Leave this area an Uzi Ammo which is on the 
2® head South through ground behind it. Now 
one of the doorways back continue forward into the 
into the large room. We passageway. At the end, 
can now walk across the turn and face the right 


water ahead, - wall. Jump and pull 


yourself up. 


fe SR Ee 
We find ourselves 
6» overlooking another 
pool of water... and more 
crocodiles! Drop down to 
the next block. From here 
you can use your guns te 
plug the crocs as they 
swim past. 


mee. a 


Swim to the right inside the 


ST eT Be 


\ When they've been dealt P® passageway and climb out of the 

/*> with, drop into the water. wate Inside this tiny room is a switch 
Take the Shotgun Shells before on the back wall. Press it and you'll he 
swimming ahead into the shown a scene of a gate falling down 
opening. outside. 


acted 
7) water and use the We've got to use the 
block to climb back up to JS») crawlspace once 
where we first entered again, Just continue on 
the area. You can still through to the other side. 
walk on the water in the 


next room, Make your 
way across to the room 
with the two statues and 
the bow!. Remember that 
crawlspace we used 
before? 


Once you've 
=» dispatched of the 
first henchman, take a 


Swim back outside and get 
** to the shore, If there are 
any crocs still present, take 
them out with your weapons 
from dry land, There are more 
Shotgun Shells here. Now climb 
up behind the back of the altar. 


\ Exit the final 
* crawlspace and head 
inside the doorway to the 
_ right. One of Von Cray’s 
goons starts shooting at 
you. 


a 


The door on your 
» right leads to the 


left and watch for ay 

another one. Drop into A aroma = = 

the hole near the wail to “In the area with the Take a right turn at 

exit the wide, and climb * columns you'll come * the pk There's 

back outside. under heavy fire again. another goon blocking 
Run around the room in our path ahead. Send him 
circles, dispatching to his eternal reward 
anyone foolish enough to before pressing forward 


get In your way. Climb out 
of the room to the South. 


into the next room. 


Great Hypostyle Hall, 

_ remember? Slide down 
and bid the Temple of 
Karnak adieu! 


I} tere v we are snail ai 


P| | know the drili—cimb up 
the wall ahead of you to the 

North. Take a left and exit the 
room to the outside. Get your 


| Alki dispereh iaraiefec ' 
<j head North and climb over 
the block to the next room, { 
caret. ermunterreeaes 
Take him out with the Shotgun. 


PL ae 

| After striking both of them 
4, down, walk to the edge of 
the chasm. Hop back and do a 
Running Jump with a Grab to 
get to the other side. Pull 
yourself up and head forward 


into the next area. i 


J) You could head to the East and 
| climb up to the second floor if you 


| A new enemy awaits! This : = = a 
1 crimson-clad Ninja wi 3 
nasty sword, Not amas og 4 ] The key to ts defeat is to retreat’ 
cause you damage with it, he ” eeletide at Wein end wa of er 
te hy 1 sw Stop and wait for 
can also use it to block bullets! ta'stop wishing his swort nd. just 
as soon as he lowers hls defenses, shoot 
at him again! 


'} Head to the Northwest 
1 towards the large chasm. 


wish. There's not much up there except that we jumped before. Watch 
for a few scorpions guarding Uzi Ammo for falling Ninjas! As we turn the 
and Shotgun Shells. If you're running corner, one attacks us from the 
low, go ahead and restock then get back front and another comes up 
down here. from behind. 


\ Once inside, follow the 


'] Remember how we took | 


the doorway to the North «2 passageway forward until 
last time? This time we are Yoel come tn adead eyed at ~ 
door. Use the Hypostyle Key to 
going to climb over the blocks pei if andl eviter. 
and enter the crawlspace to the nig 
West instead. 


- (felt Pile t — to 


him another baddie pops up and 
rie age aca om 


] Uh-oh! ‘Aveaia oovsie ra s 


«| swinging toward you from 


the doorway. You can’t shoot 


him while hanging, and he can 


use his sword to knock you off. 
You've got two options. If you 
don't hesitate, you can head 


First, seoot back as far as 
you can in the doorway 
rar teata rors yr a 


; Take out both of the Ninjas. The 

goon with the guns will feave them 
behind when he dies. Make sure you pick 

them up. Now we've finally got 

something to use with all the Usi Amma 


we've found! 


.«) the ceiling, then 


the edge. Do.a Standing Grapple all the way over 

Jump with a Grab to reach to the left (West) until 

| another platform straight | ___ You reach an open hatch 

ahead of you: | which is blocking your 
iinet path... 


South wall, or at the west end of 
the room. No matter how you 
get there, toward the 

| entrance to the second level on. 


the South wall, 


4 


ae 

|) The other option is to find SSO a 
.) aspot where you can safely yj tt dropped down or he | 
let go and drop te the ground. lecpatiad yout RE. get back 
, Splares nal yous Une vel a up on the celliag and Grapple | 
| hanging Ninja for target across to the doorway in ' 

practice. center of the Southern walle 

= Drop down and wind your way 
through the blocks to the other 

side. Stop at the edge! 


an e ™ aa 
| Continue ahead, To the teft Now turn and face the 


.@) is some Uzi Ammo, Take it 4) center of the room (East). 
then turn around and climb up Do a Standing Jump to the next 
the two blocks at the other end. platform ahead, You've then got 
On the top block, either backflip to turn and J diagonally 

or turn around. and Jump across around the post which is 

to the other side of the top blocking your way. 

platform. ae 


inl ; 

1} Walk toward it so as not to 
| <8 fall off the edge. While : 
| facing the boulder, pall out your | | Now walk back across the platiorm \ 
Handguns and start firing. The 4 tothe hole. Turn around and | 
rock will fall to the floor below, | backward to hang from the edge 
| creating a large hole. ] dropping dowa it. There are 
aE ee Shotgun Shells below, and there is also. 


likely to be a Ninja hiding behind a 
block. 


J 


pace just 
4: East of the boulder 


the same 


| Continue forward to the end of the 


J platform, mindful of the hole, and 
head to the South, See that giant brown 
boulder? That is where we are headed. 


bother checking our the back 
room unless you are really in 
need of Flares and you are : 
willing to take on a Ninja to get | 


them, Instead, drop down the 
hole from the edge. 


= 
ra ery 


+ hallway and take a left 


Look up! See that in the cates of this I Thisstiest handle 

cemtais Ual Ammo, Take | 2c above you? tent Yoom whats end 10 Polt te 
| up the blocks to the Line veer ane mpreenesita) beta Arye Action Button t tt 
North. Ignore the first —e ee tines Sdegreessinea itis. | 
‘area on the left for now. toitinetop. jRecidle onlone/sice: There ently polnting East 

‘ [will be three such fig currently pointing East, 
Head all the way to the — L ranch erediitace atid ve want | After you've finished 
ee ; c - ” ~ to get th all poiated in turning it, head down the | 


until you come to the 
ert 


} This handle needs to be 
<4 pushed 180 degrees so that 
it points to the East. Make it so! 
When you're done, continue on 
down the hallway and make a 
left. Enter the room with the 
final mechanism in it. 


‘back to the ladder. 


v With 5 the pyeniitd 
<i shattered, you can jump 


9] Make your way around the 


i posts and you'll encounter and climb to the top of the 
aglass pyramid ontopofa _ pedestal. Take the Sun Disk that 
pedestal. See that chain there? you find on top and drop back 
As long as you lined up the down to the floor. 
mechanism correctly, pulling Ls —— 
will cause quite a show. 


SUBACKHTOVACREDILAKE 


0 bt needs to be pushed 90 degrees — 
4) to the North. Turn around and head 


sad the downs: 


) Bock up 
» | Don't fa fall or jump—it is a 
| long way to the bottom! When 
you reach the ground floor, turn 
around and head back down the 
corridor, turning right at the 


in case you didn’t notice, 
there is a hole in the floor 
on the West side of the room. 
Drop down there. As you head | 
| through the corridor, this level 
will come to an end. 


are =~ . q 
Walk down a e . : — 

_— a as 

~~ hallway until you Batora Wc Climb up to the 
- fora . 

=e oom ce sim, se Your Sf 
' weapons to take out the and a passage leading to 

Ther meingen he | Spieeingat |_| romaledgucr bane || come Snel 

= immediate vicinity. Now crocodiles (thank : Rae aes = m ~ a! 
go ahead and jump In. - goodness). Grab the items stonthe p sce use 
ae Beeit item here, 


ha nl 


. + 


Pet aes Boece ae 
—_ A cut scene shows some To the North, you'll have to 
glowing blue electrical climb a block and enter a 
energy which lifts the talisman crawlspace to obtain a Small 
into the sky. The energy also Medipack. To the South you'll 
opens a door ahead to the West see a long pole above a pool of 
(our ultimate goal) and doors to water far below. Do a Standing 
the North and South. Let's check Jump over to it and grab the 
out the latter two first. pole. Don't worry if you miss— 
the water should break your 


ce 

_ Head down a short 
— passageway, take a 
right, and surtace in a 
Secret room. On the 


pedestals you'll find a 
Large 


Wideshot Shotgur Shells, 
| and Crossbow Ammo. 
Take everything and swim 
back outside. _ 


Dc epaccaminees < 

When you reach the end of 
= the Grapple, drop and 
quickly Grab the ledge below. 


Pull yourself up into the 
crawlspace and head inside. 


fall! 


r ’ 
a 


The underwater 


— Lower yourself down and enter the 
water, Take the Uzi Ammo, then 
swim down the small hole to the East. 
Wideshot Shotgun Ammo and a Small 
Medipack are inside here, When you 
come to a door, line yourself up with the 
center and then pull it open. 


ey a ~: 
area to the West 
After taking the 
holds Shotgun Ammo. “= Flares, walk to the = Just inside ced, room 
Take them, then surface you'll see a crum! 
and climb up the block Mise eth tira Repke block formation. Climb up 
eps Jenid jump across to the exit, on the very top of it and 

Uilmbs It to the top of th Teentaal styl as you turn to face South. There 

“8 il a ty 3 are Inn the: alr so that. will be a surface on the 
Seer cn aces ao ne you'll land safely in the cece wiactieon om 

ares on a small ledge. passageway. . - 
Turn around and backflip rapple from. jump an 


over to the ledge. 


Shoot the bats here before 
can moving on. A small 
crawlspace to the East contains 
Uzi Armumo. Take it, then head 
out the crawlspace to the West. 


Grab, then Grapple 
across. Don't worry about 
the bats for now. 


— Stand up at the end, turn around, 
and jump and hang to climb ovt. 
Watch your step up here! It’s a long way 
down! 


Ss. 


a 


* 


Tien and walk toward the 
edge of the walkway facing 


North, Now hop back and do a 
Ruowing Jump and a Grab over 
to the next ledge. Turn aroand 
and drop to the walkway below. 


ese 


| em 
Look for a small hole in 

“= the Northwest corner of 
this room. That's our passage 
outta here! 


You'll find yourself on 


with more bats! Shoot ‘em or 
ignore ‘em, then head to the 


North end of the platform, Tarn 


another narrow walkway— 


| Nee 
Enter the room to the South in 
order to obtain Flares and a pair of 
Uzis from the pedestals. After you've 
retrieved them, head outside to the 


and drop down onto a block in 
the room below. Move forward 
off the block to make your way 


down to the ground floor. 


West. 


TYOMPIORIEMERKET 


| movie shows Lara 
using the Amulet to open 
the Tomb of Semerkhet. 
Just as she enters, quess 
who arrives? Von Croy! 


a Se 


‘| After a brief verbal 

z exchange, Von Croy 
grabs the Amulet fror its 
receptacle, The tomb door 
comes down with a 
mighty crash, Looks tike 
we're trapped inside! 


- Get to the small piece of the 


> Walkway which Is facing the hole. 
Hop back and do a Running Jump and a 
Grab to catch the ledge. Now pull 
yourself up and carefully walk over the 
edge and drop down into the next 
room, 


_— Walk straight across 
through the pillars until 
you reach the door between the 
two green-colored statues. 
Another movie signals the end 
of the level. Sit back and enjoy! 


Rca 

> When we regain 

> control, walk 
forwards and earn 
yourself Uzi Ammo and a 
Large Medi Pack by 
shooting the priceless 
vases. 


ee 


~~ 


el 

4 Walk straight ahead 
2 to the north and you 
will slide down and to the 
West, landing ina room 
below. A cut scene shows 
us a welcoming 3 
committee coming our 
way-dozens of Morgue 
Bectles! Laugh if you 
want to, but these things 
are one of the most 
dangerous enemies in the 
entire game! 


= 


Turn to your right, run 

forward and quickly jump 

up and Grab the monkey bars 

overhead. Swing your way across 

the length of the room to avoid 
the Beetles below. 


© 


be 


To the East is a burniag 

torch, Jurmp across the gap 
and pick up the unlit torch in 
front of it. Walk toward the 
flame and use the Action Button 
to light the torch in your hand. 


a 

Did | forget to 

* mention the third 
problem with carrying a 
torch? You cannot push 4 
button while holding it! 
Drop the torch by 
pressing the Triangle 
Button and immediately 
use the Action Button to 
reach into the hole in the 
wall. The South hole 
contains a Smail 
Medipack: You're gonna 
need it! 


Le 


Dyop at the end and slide 


down to the pole. Jump 


and hang on the pole, then slide 
down it to the next level, Don't 


go all the way to the bottom 
just yet. 


In the next level, do a backflip to 
get off the pote and land on the 
walkway. You've done this so many times 
before that you should be a pro by now. 


The flame will help keep some of 

the Morgue Beetles at bay. There 
are three problems, however, with 
carrying it. First, we cannot draw our 
weapons. Second, we cannot hang on 
the rope, fump back to the center of the 
room and then hop down the hole to 
the ground floor instead. 


se 


For the rest of this 


Leave the torch 
- behind and tun as 


— & 


| You'll be surrounded by 

© Beetles down here, Make 
your way to one of the three 
holes in the wall to the North, 
South, or East side of the room. 
Use Medipacks if necessary to 
replenish the health that the 
Beetles are taking away trom 
you. 


Climb up the pole to 
the center level and 


area, you'll need to 
constantly enter the 
menu screen and refill 
your health with 
Medipacks. Don't wait too 
long—the Beetles can kill 
you in just a few seconds. 
(told you they were 

tough! 


fast as you can to each of 
the other two holes in 
turn. Just remember to 
replenish your health 
before or after reaching 
into the hole, as you are 
vulnerable during that 
time. When you've pushed 
them all, head to the pole 
in the center of the room. 


backflip off of it. Look 
around the room until 
you spot two urns on the 
West wall, A doorway has 
opened between them. 
Jump over the gap and 
shoot the left urn for a 
Small Medipack before 
entering the doorway. 


Rice. a 

Once inside, the door is 

sealed behind you. Look 
carefully at the red square on 
the south wall—it is a door 
which can be pushed open. Do 
it, climb over the block in the 
passageway, and then drop 
down to enter the next room. 


\ r 
. b 
| Ss = 
Walk through the doorway 


\ inthe center of the east 
wall and climb the ladder. Climb 


sae teel 


—— 


Every tomb needs a game room— 


r 


~ what else is a Pharaoh going to do 

for all eternity? Before heading down 

below, look to your left, You can take 

two diagonal standing jumps to reach a 
ladder on the West wall. 


a en 


© Two attack Jackals come 
running to greet you. Use 


f Use the square tiles 

. on the floor asa 
reference—a safe distance 
is two squares away, 
Watch the flames to try 
and determine their 
pattern, You can walk 
right between two of the 
holes without getting 
burned, but don't stay 
there too long. Sidestep 
over in front of a hole and 
press the Action Button. 


© The left firetrap 

“ contains a small 
Medipack. The other two 
must be activated to open 
an adjacent door. If you 
do catch fire, quickly turn 
and sprint toward the 
water. You won't be able 
to make it without using 
at least one Medipack to 
replenish your health 
along the way. 


f your weapons to greet them 
shape ‘na sohepanhar " back. Watch your step while 
leads to the left (North), Check running around lest you fall 
the layout of the next room down the rainp int thea cenrer of 
before dropping down there. gers tetg infront of the 

5 “ar 
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~ You should be able 

. to activate the 
firetraps within a few 
attempts, Hate to break it 
to you, but this is the easy 
one! 


Climb up the ladder to the 

top and then move over to 
the right side. Let go right 
above the edge when you can 
see your shadow. There is a 
Small Medipack and Wideshot 
Shotgun Shells here in this 
Secret area. Climb or drop back 
down trom the ladder, then 
drop or jump down to the 

ground floor. 


Speaking of which, you 

2 may have noticed that the 
flames are emanating from 
three holes in the wall. You've 
got to wait until the Names 
subside, then reach into the 
holes. No, I'm not kidding! By 
the way, this is a very good place 
to save your game. 


Bo. 


() When you enter the 

» Foor you just 
opened, you'll see another 
pool up ahead. Guess 
what that means? More 
firetrapss! Six this time! 


Bose. e- 
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) These firetraps are harder 
because they line both 
sides of the wall. You'll have to 
pull yourself up to reach the 
poo! of water if you get burned. 
Once again, try and keep a safe 
distance away and walk directly 
between two of the holes before 
trying to activate them. Look for 


Qos 


One of the firetraps 

contains Shotgun Shells. 
Activate all six, and then make 
your way across the room and 
climb up to the west. 


Walk to the edge, but don't even 
think about dropping down! 
Instead, Jump and Grab the ceiling and 
then Monkey Swing across to the 
Southwest. 


a pattern. 


Drop down into the 


5 


top of the nearest one. 


Oe 
4 Should you happen 
2 to catch on fire, 
turn around and Jump off 
the left or tight corners of 
this structure to land in 
the pools of water below. 


\ passageway and return to 
the main hall area. You may 
have noticed that there are now 
two raised platforms on the 
West and East sides of the room. 
Take a right and climb up to the 


| ee 


§ Walk to the southeast edge, hop 
» backward, and do a Running Jump 


j= 8 


to reach the platform on the structure 
in the center of the room. You may have 
to use the Direction Buttons while in 


re 


os 


ila 


Sora 

) Before heading 

i down the ramp, 
drop and hang from the 
East ledge, Now Shimmy 
to the North and around 
the corner. 


midair to “guide” Lara so that she 
doesn’t miss the jump. 


met 
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Continue climbing 
around to your right 
until you reach a small 
enclave, Inside you'll find 
Wideshot Shotgun Ammo 
and a Large Medi Pack. 
Climb back down from 
this space and hang from 
the bottom of the ladder. 
You can drop to the 
ground floor without 
taking damage. 


i] 


: 


fin the center of this 
structure is another 


fivetrap. Activating it will turn 
off the flames in the room at 
the bottom of the ramp. 


> 


a 
~ Run down the ramp 
«to the South. Now 

that the fiames are 

turned off, you can take 
the Rules of Senet from 
the pedestal. As soon as 
you take it, a cut-scene 
will show you the game 
board and an open trap 
door. That's where we're 
going to next. 


parC AAO 
| When control returns to 
1 us, run up the ramp and 
then exit this room by climbing 
up the blocks to the South the 
way we first came in. Head 
down the hallway, taking two 
drops down, Lower yourself 
from the ladder on the final 
drop. 


Ty Tree. 7 
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Qos, 


& Don't know how to 
play? Well, you just 
picked up the instructions 
$0 go to your inventory 

and examine them. 


sia 


see 
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Head straight out Into the room 
* with the Senet board. You can jump 
ov climb over the game board in order 
to reach the ladder on the other side of 
the room, The trap door above is now 
open. Climb up and slide over to the 
right when you reach the second floor, 


te q ‘oS 


The four black and 
white spinning sticks 
determine the number of 
spaces that you will be 
able to move one of your 
pieces (red, green, or 
blue). If all four sticks end 
up white or black, you get 
to move six spaces and 
spin again. If your piece 
lands on an Ankh symbol, 
you also get to spin again. 


= 

es a 

If one of your pieces 

lands on an 
opponent's piece, they get 
sent back to their starting 
position. Pieces can pass 
over each other while 
moving, but cannot 
occupy the same square, 
The object is to move all 
three of your pieces to 
the far (long) end of the 
board before your 
opponent does. You must 
reach the final square on 

an exact spin. 


' 
\" 


The Egyptians played a 
game called Senet. 


ideal = 

To spin, stand Lai 

directly in front of 
the sticks and hit the 
Action Button. In order to | 
choose which colored 
piece to move, walk onto 
the floor tile of the 
corresponding color. Use 
the Look Button to glance 
at the board below and 
determine your best 

move. 


The level branches into 

+ different areas depending 
on whether or not you win. Your 
route will be far easier if you 
win, so you'll want to save your 
position right before you start 
to play Senet. 


» Too bad! You don't even 
get a lousy copy of our home 
game! Instead, you get to leave 
the level the hard way, Climb 
down the ladder from the 
control area and enter the main 
hail. Look for an open trap door 
in the floor to your left and drop 

down. 


- 
—- 
= There is only one way to 

1 go—down! Move forward 
and you'll start sliding, You'll 
continue sliding as the slopes 
drop you in different directions. 


© On the third slide, get 
“. ready to Jump forward and 
hang just as you are about to 
drop to the next slide, Pull 
yourself up and walk toward the 
edge of the block you climbed 
up on. Don't worry if you miss it, 
though—it isn't vital to the 
game, 


ne = 


£ Just ahead to the left side 

(West) is a ledge you can 
reach with a Running Jump and 
a Grab, When you reach the 
other side, head through the 
first doorway on your left. 
Actually, it’s the orily doorway so 
it's hard to miss. 


f Inside the next room you'll 
notice a climbing pole and 
several platforms. Make your 
way down te the bottom by 
either juriping to the pole and 
sliding down or jumping and 
hanging from one platform to 
the next. You'll hear the “Secret 
sound” when you reach the 
ground. 


© Climb up the stairs inside 

g and get your guns ready! 
There are two more attack 
Jackals here—take them out 
with your weapons and then 
head to the glowing hallway on 
the far side of the room. 


& Wow! Those are priceless artifacts! 
~ Not anymore! Shooting the two 
urns on the East reveals a Small 
Medipack and Wideshot Shotgun Shells. 
Take them and return back up the pole. 


4 . ih : a 
After you've climbed i k | - , 
\ up to the level of \ | nee ‘ : IF ~*~ 
the 5, turn to the \ de { oh 7 
coger co scereyoureath 
off the pole. Do a ea an area where you can — 
Standing jump from this nm backflip off the pole to Carefully walk 
fore over to = oe z start sliding, get collect a Small Medipack a. ee and rer 
far left side, turn slightly ready to Jump and catch ee See oa te Draw your guns to take 
| to the left and jump mle’ Now a ole siding sae out the bats coming at 
| toward the top opening. \ ag — J iisatton you, but don’t Jump 
| Hang and pull yourself up sas iS ‘around lest you fall to your | 
over the block to re-enter death. ee 
the stide. 


& There is an oversized Senet 

x piece located here. Grab it 
and drag ft with you back into 
the main room. 


cP ie: 


Pull it until you are able to 

© pull ne farther. The goal is 
to place it directly between the 
Jarge hammers on cither side of 
the room. Move over to the lever 
and pull it. The hammers will 
come crashing down on the 
Senet piece, revealing a 
Cartouche Piece inside. Take it 
and leave the room. 


{Follow the crawlspace until 
. itends, jump and climb the 
wall in front of you and you'll be 


a 


| Fy 


5 Turn around and drop down from 


the exige to a level immediately 


beneath you. Turn to the left and drop 


down from this ledge to the ground 


floor, It is a little farther down, but you 


won't take any damage. 


Rhee oe: ais 
© Pull the Senet out 
it ‘onto just the first square. 

Now move around the piece so 


p_- ay 


facing into another room with a that you'll be Pushing it, instead 
Senet piece and two hammers. of Pulling it, to the hammers. 
Do a standing jump te the raised ~ 
walkway and follow it all the 
way across. 

_———— 


(2ar 
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] Wf you're curious 
~ about what lies in 
the room below, drop 
down to the ground floor. 
Two jackals will attack. 

’ Silence them, then 
retrieve the Small 
Medipack and Shotgun 
Shells by shooting two 
urns ina room to the 

. North. Now climb back up 
the small block to reach 

the raised platform. 


a 
& The doorway is not 
—. quite on the same 
level as the platform, so 
you'll have to doa 
Running jump to reach 
the exit. A Standing Jump 
will cause you to bonk 
your head on the wall and 
fall down to the block 

below. 


or. ames 
| Use the crawlspace: 
* anid the ladder to 
head back to the room 
with the two large doors. 
The Ba Cartouche can be 
used to open the East 
door by placing it in the 
adjacent receptacle. 
When It opens, two 


Jackals come out of 


nowhere to attack. Didn't 
you see the “Beware of 
the Jackals” sign? 
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& You'll notice two doors 

© here—one to the east and 
one to the West, There is also a 
ladder on the wall to the North, 
Take it up just above the first 
level and Shimmy to the left 
before dropping down. Turn 
around and head for the 
crawlspace on the West wall. 


Sia oe a 

| The hammers will drop just 

© as soon as the Senet piece 
is pushed in front of them, so be 
alert! Pick up the second 
Cartouche Piece which Is 
revealed, and combine both 
pleces In your Inventory to 

create the Ba Cartouche, 


When you enter the 
next room, stay on 
the walkway and take a 
right tum until it ends. 
There is a lever on the wall 
straight ahead—you'll have 
to do a Running Jump with 
a Grab to reach it. When 
you hang on it, you'lf 
deactivate the fires 
(temporarily) and slide to 
the ground below. 


Take note of a crawlspace 
. on the bottom southwest 
corner of the next room—thls is 
where you'll have to go if the 
lever resets itself and fire 
prevents you from exiting the 
top of the room. 


Don't waste any time, as 

* the flames will come back 
on momentarily. In the event 
that you catch on fire, doa 
quick voll turn and drop through 
the openings where the poles 
are located. Use your Medipack 
to replenish any health lost 
before you can reach the water 
below. Use the crawlspace to 
start over. 


Q 


i. For now, turn to the north 

» and Sprint around the 
columns all the way to the end 
of the room where there are 
two pools of water and two 
poles. 


‘the hammers will fall down and 
smash it. If the flames are about to 
come on while you are waiting, side 
jump and slide down Into the room 


below, then use the crawlspace to return 


to the top. Take the Ra Cartouche Piece 
which is left behind before leaving the 
room. 


Push the piece as far as you can and 


aPC a ed 
Climb either one of the poles to the 
room above. Perform a backflip off 
of the pole when you reach the top 
level. Now head to the Gold Senet piece 
and pull it one square away from the 
wall. Maneuver to the other side of it so 
that you can push it down the walkway 
into the main room. , 


e — ~w' 
| Wem a aoe: gy 
f Use the Ra Cartouche Piece 
in the receptacle to open 
the western door. Head up the 
long flight of stairs, turn left, 
and head up a shorter Hight of 
stairs. You ought to save your 
game here if you haven't done 


so already. 


This next part is Bowe a iN = "3 across the room by 
tricky. As al enter 8 Sprint straight — re 7 swinging from rope to 
the room, a Fiame Spirit down the tunnel x splice both rope, ery — Bay yrrstagee 
will be released from the into the next room. upied, J pees as ak 
torch in the center. Don't Directly in front of you is Ls nd Loonhecciowke ttom as possible by 


Jet it touch you, or you 
will burst into flames! 
Run forward or jump 
down into the room and 
head to the right up the 
ramp on the west wall. 
Jump at the top to enter 
the tunnel quicker. 


a lever, Pull it quickly, and 
you'll release a Water 
Spirit. Don't just stand 
there, however! You are 
vulnerable until the 
Water Spirit mixes it up 
with the Fire Spirit. Take 
the Smali Medipacks from 
each side of the room 
before leaving. 


main room. Climb up and 
out to the northern 
doorway where you first 
entered the area. Turn 
around again and this 
time do a Running Jump 
to grab the rope. 


using R1 and the down 
direction button. Then 
use the R2 button to help 
gain momentum, jump 
when the rope reaches its 
maximum swing forward. 
Tarzan would be jealous. 


= 55 
© On the third and final rope, 
1. continue swinging forward 
(south). You can jump and reach 
a platform between the columns 
that contains Grenade Ammo, 
Magnum Ammo and, around the 
corner, Uzi Ammo. Make your 
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+ jump back to the rope, and turn 
right so that you are facing the 
east. Now swing forward and jump to 
drop into the next room. 
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Head straight across to the 


other side until you come 
to a doorway. Do a Running 
Jump with a Grab to catch the 
edge of the midair block with 
the pole on it. 


way back to the ledge you 
landed on facing the rope, a 
, 
a “a 
be HM 
4 4 | 
Boe me | 
‘ © Just off the right side of lh, aw _| 
ik > the plattorm you'll spot a ——— 
switch. Jump and hang on the “Walk to the corner facing 
‘4 switch to activate it, Lara will the pole block and doa 
fall safely below, Standing Jump back over to it. 
ae Now climb the pole and once 
= again backflip to land on the 
Q Climb the block, then east platform. 
~ climb the pole. Do a 
backflip to land on a platform 
to the east. 
if — 
x b 2 
¢ pe 
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| Walk to the edge ' 1% = ZI 
ss - | ‘. and throw the unlit | = e — 
Be torch over the side. You gpa a ee 
 Adoor has fallen to heard me! Now get back | Jump up to the open \ ! 
allow us access to a to the platform facing the © flame—you cannot aime 
block with a hole in it, pole and do a Standing climb with the unlit torch © On either side of the 
Inside is an unlit wooden Jurap over to it, Slide in your hand. Light the © room with the 
torch just in case you are down, face the West, and Torch, then turn around columns are two unlit 
looking for one. Do you do a Running Jump to and head back to the torches hung on the 
really need it? Only if you land in the archway. Drop East. walls, Light them and a 
want to get another to the ground and trap door will open in the 
Secret. continue to the room floor behind us. 


with the three ropes. 


4 You'll have to drop down a 
few times and make your 

way through a spinning blade 
trap by doing o Backward Jump. 
For your trouble, you'll end up in 
a room full of goodies— 
Wideshot Shotgun Ammo, 
Grenade Flash Ammo, Crossbow 
Ammo, and a Large Medipack. 


There are ramps on either 
» side of the room and a 
large block in the center of the 
wall straight ahead. Take one of 
the ramps, do a Standing jump 
with a Grab—angle yourself in 


the air toward the large block. 
Now climb up. 


Take as much as you can 

carry and then get out of 
there before the Morgue Beetles 
devour you. New trap doors 
have opened in the floor to 
allow you to exit without having 
to face the spinning blade trap 
again. Now we've got to retrace 
our steps to get all the way up 
to where we got the unlit torch. 


1 I 


f corridor. At the far end, a door has 
opened which allows you to drop down 
into another hallway. 


§ Head left then right down the 


Use the walkway to make your way 
. around the sides of the room. On 
either side you will come to a gap which 
you can do a Running jump over to land 
safely on the West side. Enter the 
passageway up ahead and jump and 
climb through a hole in the ceiling. 


ce ral 

© Straight ahead and slightly 
2 to the right you will find a 

doorway. Enter it, and you have 
completed the level, Good job! 


~ Congratulations! : - ae : 
= Now you'll be the hit of ‘ 
' At the very top, Do a Standing jump 
, your in-laws’ Christmas 
—— will play, party tha next time they q turn and face the to cither the left or 
giving you a taste break out the Senet north. Through a hole in right Ankh pillar. From 
the evil you have t J. Climb down the the wall you can see that the right front corner, 
unleashed and showing Inddet anid Falie ant all the Ankh squares on Hop Backward and doa 
you shoei prune sen es immediate right (to the the Senet board have now Running jump to the next 
ope oo cai ~ South). Follow the become te Lorde a Ankh pillar. 
EMEDELE] : passageway up the stairs “ths sonst nae! dlnkche 4 


and around to the left. 
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& Walk to the edge, hop 
2 back, and doa Running 

Jump and hang, Pull yourself up 

and repeat this move to reach 
the final Ankh pillar. From here 

it is a standing jump across to 

the edge. 
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Wait a minute—here comes 


the second Jackal now 


from the east. Take him out as 


Once you've reached the other side, 

head downstairs to the left or right 
until you reach a large door. It opens for 
you automatically. There are two jackals 
behind it. Take them out and head 


inside. 
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“Ron down the slope into a 


/ room filled with blocks. On 
second thought, sprint! Dozens 


ot those Morgue Beetles drop 


down on you from the ceiling, 
so don't stop until you reach the 


pole at the other end. 


well, then drop down inte the 
hole at the far end. 
eo 
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You'll notice three alin 
) wolrrors reflecting _ Climb the pole, 
light towards the top of a © ignoring those pesky 
crypt. The two Jackals bats for now. Face East so 
standing (sitting?) guard that you backflip off into 
remain motionless...for a room to the west, The 
now! Head to the other room to the South 
Southeast corner of the contains nothing of 
room and take the ramp interest to us. As you turn 
leading up to a pole. around and head toward 
the stone door, it will 
open For us. 


Drop down into a 

large room with 
three Senet pieces inside 
of a track on the floor. 
You can see beams of 
light coming down from 
the ceiling. We've got to 
move each Senet piece to 
its corresponding tile. 


eo 
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= Run down the ramp into a 
room with two more urns, 
Uzi Ammo is inside one of them, 
You would think that they 
would have found a better 
hiding place to stash this stuff in 
by now! Continue down the 
stairs and get ready for another 
Jackal to attack. Don't they 
usually come in pairs? 


h 1 
| 
\ Climb up the pole, leaving 
) the Beetles below. Do a 
backflip off, then jump and 
shoot the urns to reveal more 
geodies—in this case, a Large 
Medipack. Now enter the 
doorway to the East. 
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> Take the red one 

«first. Push it toward 
the two beams which are 
lighting the green 
squares, then Push it to 
one side or the other. 
Now that it is out of our 
way, return to one of the 
green pieces. 


Boe 
Push the green 
piece forward into 
the main track, and then 
Push it all the way down 
to the end. Push or pull it 
to one of the green 
squares where the beam 
of light is shining (the red 
piece should be blocking 
one of the squares). A cut- 
scene will play when it is 
in the correct position. 
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» By the way, the 

guardian Jackals are 
now awake, Gun them 
down as they come 
running toward you. 
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‘ Now pull and then 

4’ push the red piece 
directly in front of the 
green piece which you 
just moved so that it is no 
longer blocking the path 
to the second green tile. 
Go get the second 
piece and Pull or Push it 
all the way over to its end 
square. Again, a cut-scene 
will play when the beam 
of light hits the piece. 


f Head to the opening 
» ab the foot of the 
crypt and drop down 
inside, Enter the 
crawispace and follow it 
to the end. Back out and 
drop down to a small 
hallway. 


Riccar 

4 Finally, Pull the red 

piece back into the 
large track and Push or 
pull it to the far end. 
When you line it up with 
the red tile, the beam of 
light hits it. A cut-scene 
shows us that all the 
reflected light has been 
diverted from the crypt, 
which now opens. 


a 
Take the first right 
into the room with 

the red carpet. 

Congratulations! You've 

made jt to the end of this 

level. 
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§ Climb up on the 

) block in the 
southeast corner and do a 
Standing Jump and a Grab 
to pull yourself back up to 
the corridor where the 
pole is. Jump to the pole 
and slide down. Climb out 
of the pole pit and head 

down the ramp. 


CA A 


& Actnema will play, 

. giving you a taste of 
the evil you have 
unleashed and showing 
you the Armor you'll need 
to obtain to help contain 

it. 


UGVARBIAN OF SEMERKEAED 
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To the right side of the 


_ tomb straight ahead you'll 
notice a small hole in the 
ground. Drop down inside and 
you'll slide down into a corridor. 
Straight ahead you'll notice a set 

of spinning blades. (SHOT: 1 


Walk as close as you can to 

the blades without getting 
nicked, line yourself up in the 
exact center, and then turn 
around. With your back to the 
blades, do a Backward Jump just 
as soon as they retract. You 
should be able to pass through 
with very little damage, if any. 


| Nee 
4 Use the Medipack if 
necessary to heal yourself. 
Head around the corner to the 
second blade trap and do the 
same maneuver. Remember that 
the blades will extend twice 
before briefly retracting. 


E 


Rome 


| You could try to sprint and 
dive through them, but 
you'll take less damage with a 
Backwards Jump. Trust me! 


We'll find ourselves 

standing in front of a large 
wheel level which opens a large 
door ahead to the north. The 
problem is that, as soun as we 
let go of the level, the door will 
start to close, I quess that means 
we've got a race on our hands! 


After the second blade trap, 
continue forward and you'll slide 
down into the map room, Anyone seen 


the head picce to the staff of Ra? 
Anyone? 


| Pull the wheel lever some 
five or six times to open 
the door. Now quickly head 
down the raised walkway ahead 
and follow it to the right. 
Without breaking your stride, 
Jump the gap to the next 
walkway, You might notice the 
sound of blades extending 
behind you—as long a5 we keep 
running, they won't hurt us. 
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: a - ~ 1 if you fall down into 4 
the room below, Bare 
| This is the hardest make your way across to With a little 
part—you've got to the south without practice, you should 
turn an! toward the door stepping in any of the be able to make it 
and make it through sunken areas (as they through the doorway. 
before it closes. To do so, contain blade traps). Don’t stop Running, 
sprint a aga xeanmsery Behind the column at the however, as there are 
jump to do a forward roll end Is a passageway we more blades on the other 
through the opening. 


can crawl into, followed 

by a ladder and a 

crawispace which take us 
back to the wheel lever. 


side. Continue forward 
uot this second walkway 
comes to an end. Now 
take a Standing Jump 
over to the pedestal in 
front of you. 


k a tT 


Turn to the left (West) and 

| Jump and Climb up into the 
chute. Immediately inside to the 
right is a crawlspace. Let's enter 
it and take it where it leads us, 


_ Immediately turn to the 
right on this second stretch 
of walkway and continue 
Running forward. After one 
more Running Jump, we'll find 
ourselves on a small L-shaped 
platform just in front of the 
closing door. 


A On the pedestal is 

the Golden Vraeus. 
Careful—it is spring- 
loaded with more bfades. 
Either grab it from the 
back or from in between 
two of the blades. 


ai a ee 
Make your way across the 
bottom level without 
stepping in the impressions. A 


Els - At 


r few long Running Jumps should z = 2 aa 
#f you are about to get hit do the trick. Enter the openin: 
p 2 g & 

puna blade, do ettate |S ae nut ed cmb te Wore precoensemnrer sree 
tein: We ete ladder you come to, and enter a wall. Insert the Galden Vraeus and a 
platform. We need ta go down crawlspace which takes you : 
below anyway, so hang and back to the wheel lever. Head mechanism — activate, opening a tiny 

trop. back out the crawlspace to the pyraniid'on theaiap: 
chute. 


= 
oneal ‘S 
From the sound of it, there | __ 
ee aa = is something very large : 
| When control ts returned On the East wall of the map room is i = ream meats miliar wird eens ; 
tons, Sine top of ne a tiny slot to the left side ofatrap § cunning of the bulls ta 
table and Walk to where the door. Insert the Guardian Key here and *| Pamplona? It's going to be like 


beam is hitting it. Take the 
Guardian Key which has been 
revealed. 


the trap door will open. Now drop down | witho he 
into the hole. Turn around and slide all * beamed ir tay o- he 

£ peop 
the way down to the bottom. P getting in your way. 
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e | if you want fo take a 

; -_ , 1 detour for a secret, 
(,  Hyou made it down I head straight inside 


A “Take a right, ise 3 
sprinting East down Ca a 


as ) here fast enough, ' 
4 the moe te aie Ho, you j 4 if you really need pull the lever to openthe ee fall hoe | 
) may Sean e sore son the Small Medipack door. If you took your | che wavarauad: hk ait : 
. pices = sae beg } iota oe = and time to arrive, something B ead fie inasmall room. § 
past. ~ take it. Turn left down * has already decided to ” with 
— a to eat the hall and Run ail the open rhe oa onitsown. | the se hai ag ee 
"see ™ tine pay to the end, genosiong [>| it looks like the Egyptian 7) importantly\a holeiinithe 
what appears to be a > version of a large bull. | comical 
before continuing. 7  glass-covered gap, until | We're not wearing red, | ee “ie = 
you reach the lever. R but I get the feeling that (777 7 


Bose 

j Take the torch and head all 

the way back to the East 
near where you pulled the lever. 
When you see a lit torch on the 
wall, Run to the side of it and 
light your torch there. Now head 
back to the small room where 
we found the torch and light the 
sconces on the wall, 


bose. 


Yes, I noticed the 

climbing surface om 
the ceiling, did you? From 
the corner where the 
Smal! Medipack was 
located you can Jump and 
hang on the left track. It 
will take you over to a 
crawlspace which drops 
you into a pit of firetraps. 
The only goodies to be 
found here are Shotgun 
Ammo and Crossbow 
Ammo. 
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The hard part is that 
we usually do not 
have enough time to turn 
around. and face the Bull 
before we need to Jump 
out of the way, and 
sometimes the camera 
won't turn with us 
anyway. You'll have to rely 
upon your sense of 
hearing to determine 
when you need to jump. 
Now fan through the 
open door, 


Sey k 
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A door will open in the wall, 

allowing us access to a secret room. 
Inside you can pick up a Large Medipack, 
Shotgun Shells, and Crossbow Ammo. 
Watch out! The room is loaded with 
spike and blade traps. Now you can head 
back all the way down the hall to the 
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lever. 


ed 

_ Be careful not to 

walk in front of the 

flames as there is no 
water to put you out! 
Climb the fadder on the 
wall to exit. Although you 
might not need the 
ammo, there is one good 
thing about getting into 
this area, When you drop 
out of the crawlspace to 
the main hall, the Bull 
may have already broken 
open the door. 


| You'll end up ina 

larger room with 
three “eye” buttons. One 
is on the column straight 
ahead, and two more are 
on the columms flanking 
the doorway. There is also 
a very large Bull here. 
Where is Bugs Bunny and 
his anvil when you need 

him? 
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| Sprint back down the 

» hallway South and then all 
the way to the door at the far 
west end. If you hear the Bull 
right on your tail, Jump forward 
to the left of right to get out of 
the way, He will continue to 
follow us for the rest of this 
evel, so we don't have time to 
stop and take a breather. 
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{ i Don't worry if the 
a Bull seems to be 

| At the far West end standing too close to you 

of the hallway you'll when you are trying to 
come to a door. Stand line yourself up with the 


directly in front of it and 
get ready to jump left or 
Fight out of the way, We 


door. He is smart enough 
to take a few steps 
backwards and then 


are trying to get the Bull charge. Ignore the bat-it 

to slam Into it and open it is the least of your 

for us. worries! When the Bull 
slams the door, jump out 
of the way. 
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i it doesn't matter Since you can't 

which order you get | always see the Bull 
the Bull to bit the coming, Jump left or right 
buttons, just remember when you hear him. You 
to refill any health lost by may need to sprint away 
your failing to Jump away from the eye buttons to 
in time, and remember draw his attention. Sprint 
that if the Bull has back in front of them and 
already exhausted his get ready to jump. 
charge he will back up 

before charging again. 


_ When all three 

| buttons have been 
smashed by the Bull, both 
doors on the West side of 
the room will now be - 
open. You'll want to take 
the feft door to reach the 
exit. But first, head 
through the one on the 


Raa 
4 To the north on the 
second floor is a 
room containing more 
goodies-Shotgun Shells, 
Uzi Ammo, and a Smail 
Medipack. But be careful- 
a spike ball will fall from 


the left side of the ceiling 
candy |__ sey emer Tat our 
Tind yourself on the mand fread aes 
ye" ; downstairs. 


second floor. 


» Lara is about to take a 

> train ride and the bad guys 
want to make sure that she gets 
off at the next stop... The hard 
way! Begin by Pushing the lever 
in this train car (you will notice 
a second lever without an arm... 

We'll be back later for that. 


"As you move toward the 
~ > back of the car, a bad guy 
will voll out inte the corridor 
and attack. Shoot him dead; 
then exit through the opening 
in the back. 


Rise 
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| Follow the hallway 
around and climb 
the ladder at the far end. 
You've reached the end of 
the level, whereapon a 
cinema will roll. 


7 = ‘ 

| Looks like we've 

| tinally caught up 

with our old friend Sahib. 
He tells us that Von Croy 
is on his way to 
Alexandria. Although I 
don't think our disguise 
will fool anyone, it looks 
like we're going to go for 

a littie train ride... 


DEVERT RAMIROAD 


Throwing the lever will 
“3 cause the door in front of 
you to slide open. Go to the 
edge and do a Standing jump to 
the next train car. 


_ After jumping to the next 
> cor (it features cargo 
covered by a blue tarp), you will 
receive a cut scene showing two 
more bad guys boarding the 
train. Take them out the only 
way you know how... 

Permanently! 


“te if Go through the door. 

+ Inside this next car, you 
vl find three cabins. Two of 
these contain boxes that you 
can shoot open for items—the 
first one contains a Small 
Medipack, the second: Shotgun 
Normal Ammo. 
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Jump to the next, flat, car, 
a Then, at the end of it, doa 
Standing jump and a Grab to 
either one of the two climbing 
surfaces on the back of the next 
train car, Climb up top. 


As you move forward, past 

the roof hatch on top of 
this car, bad guys will pop out of 
both this hatch and the one on 
the next car. Take care of them 
both, then drop down the 
hatch, 


ra 


Do a Standing Jump to the 


> In this car, you will find Shotgun 
~~ + Normal Amme and a bad guy. Take 
what you need and shoot what you 
mess! 


A Hang, then Shimmy along 


Exit through the opening 

“> iin the back of the train car 
and do a Standing Jump and a 
Grab to the next. Climb up and 
head toward the back of the car 
(don’t bother dropping down 
the hatch—there’s nothing 

inside). 


the length of the car, The \ - ; 
Sai . Pe, flat car with the blue tarp. : ground will be speeding past —_ » Now, execute a Standing | 
TP) New, we're going to have some 99) Lara, just inches from hes! Once > -7- Jump and a Grab to the 
fun. Hop off of the edge of the ~~ you make it to the other side of ) climbing surface on the next car. | 
car and Grab it. the car, pull Lara up. This will Climb up to the top. ' 


Up top, you will 
7) have to plug a bad 
guy. Then, head toward 
the far end of the car, 
turn around and Hop and — 
_ Graly off of the backs. 


cue a cut seene featuring a 
helicopter, 


A Then, drop and Grab 
the bottom of the 


opening after the door in thls car. : iff 
, you wi 
oe and dimb find a Secret: 


Shotgun Normal Ammo, 
Crossbow Ammo and a. 


Large Medipack. 


Now, drop back out 
_ > of the opening to 
this car and hang. 
Shimmy over to the 
dimbing surface and get 
back on top of the train. 


Go to the North side of the 
train, Hop, Grab and Hang 
off of the right side, 


Now, use the Crowbar in 
the lever seat without a. 


\ aes 
a Along the way, you wilt 
encounter a few more 
baddies... 


Then, Shimmy to the right 

until you see an opening in 
the wall of the train. Then, drop 
and Grab the opening and pull 
Lara up into the opening. 


it A 
' / 
“"s ' 
| Sn 3 
This will open up a door, allowing 
you to Jump back to the previous 


car. (You'll also have to deal with a bad 
guy.) 


a Re yes gat ready sade keel 
Jump back to the first car, make 
sure you take a step back before 
jumping, If you don't, Lara will smack 
her head on the top of the opening and 
fall to her death. 


Inside, you will find a Shotgun, 
Shotgun Normal Ammo and the 
Crowbar, 


Now, reverse your steps 

and go back to the first 
train car (the one where you 
pulled the lever). 


Now, use the Crowbar in 

the lever seat. This will 
cause the mext car (and the rest 
of the train) to amhook from the 
first car. Then, you will be 
treated to a cut scene as Lara 
makes her way to the next area, 
Alexandria. . 


LI « A ( 


During this stretch of the game, you 
will be looking for the Armor that is 


Upon our arrival in Alexandria, 
things seem quiet... too quiet. 


a Ov Te 
amin tmataied anda 
/>* will be taken to a cut scene. 
it seems Lara needs to make her 
way to the Catacombs. 


ALEXANDRIA 


» focated in Cleopatra‘s Palace. However, in order to get to the palace, you must first make your 
way through the Lost Library and find all three Golden Star Keys. In order to get to the Lost - 
Library, you must make your way through parts of Alexandria and the Coastal Ruins. Then, you: 

) Wave to make it through the huge Catacombs area alive (and with the four Tridents in your 
_ possession) and come out of Poseidon’s Temple unscathed. Then, there is the Temple of Isis... 

Oh, my! This adventure is aot for the weak. Come on... Let's get going! 


~) center of town (marked by 
a fountain in the middie of a .. 
plaza), you will see a gray-clad . 


bad guy running through the 
streets. He seems bent on 


There are a number of 
.&* buildings on this plaza to 
enter. To begin, head into the 
two story building with eight 
arches — four on the first floor. 
and four on the second. .- 


escape. If he's buggin’ you, send 


him to the other side. 
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Once action resumes, you 
will find the LaserSight, 
Crossbow Normal Ammo and 
Shotgun Normal Ammo on a 
table near the opening to the 
stairs. 


Go out onto the balcony and take a 
» left. At the end, do a Running jump 
‘to the next roof ledge. 


Now, wale around 

ys» the ledge and line- 

up so that you are 

facing the West 

building with the clay 
tile roof. 


‘ Do: a Running 

i. * Jump and a Grab 
on the roof, then 
Shimmy around the 

. corner of it. 


Now, go down the [an VL You will come to a 


This will cause a 


<> wood panel to | /)& alley that is ° dark corridor. As 
swing open on a wall | tacenter of the : you move through it, 
Inside this building, ©) fountain, to the left of the action will stop and 
) revealing a Secret: a the building with four | you a new area will load — 
Large Medipack and S columns at its front Coastal Ruins. 


Crossbow Ammo, DI door. 
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“COASTAL RUT 


A — ena t es = = 
' Head Into the EA lesa 
——gg Peo Bea pee 
J) resumes, find the the “Egyptian | room that features a. i ee 4 a be 
archway behind a palm |) Adventure.” Shoot the jponeipyramidion's a i 
tree. boards, then proceed. | | Marble base. _—- 
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| k. a 
ee Now, get 2 bead on the 
| | You only have a short nine bulls-eye targets . 
é| time before the hinged that are across the way. If 
} platform collapses and Lara you shoot them before the 
| will slide down a ramp falls ta a spiked death below. platform collapses, you will 
and a\hinged platform will in order fo avold this, quickly get rid of the spikes below 
swing up. equip the Revolver with and can land safely on the 
: LaserSight. ground. a 
» wr) 
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| .! other end of the room 
|, and collect the Token. 


FP PBI. er. 
9 At the top, you will find 
|) 4 a boarded-up opening 
and one that you can go 
through to the left of it. 
| Head through the opening 
on the left. 


hooks on the wall. 


eR 


| Go back down the 


opening. Use a 
to shoot through the 
| boards. 
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J Once you do, turn te the § 
_ge through. 


\X ‘ <1 jump off of the rope. 
ye You will find a Broken Handle | 
Were, you will find an old up here on the floor. 


waiting for that Token. Use the 
Token and he will blow his flute and 
ia rope win appear. cimb Dans rope. 


F You will also find a | 
<<) cove with three 


Walk up to the hook on 
the East (left) wall and 
hit the Action button, 


os a : 
) Now, turn to the South 
(left) wall and took for 
the opening above. Jump and 
Grab it, then pull Lara up. 
and hold down the Crawl 
button at the same time to. 


ena ee 
At the top, Reverse 


mechanical snake charmer just 


p+09peapamanapearmmmanrcnes 
ee 


Now, go to your 


Inventory and 
q a combine the Wall Hook 
5 4 Ss and the Broken Handle 
J Lara will use the to create the Hook and. 
Crawbar to pry Pole. 
Se Wall Hook out of - 
the wall. 


) Anywhere the floor is 


) Pee 

) The key to Sgeting 

—J across this room and 
back alive is paying attention 
to the mirror. It shows in 
reflection what you can't see 
with the naked eye. 


—< carved out is an 
unhealthy place to stand. 
The easiest way to get to the 
other side (so that you can 
pick-up the Crossbow) is to 
Hop so that Lara‘s back is to 
the wall next to the stair, 
near the bottom, and doa 
Running Jump to the raised 
strip of floor in the middle. 


a I Ee aire 


) Now, head through the 


) From here! turn so that 


“i | Pick up the Crossbow, << pyramid room and back 
ce ste Senin in <4 then retrace your steps outside. 
the mirror, then do a back and exit the room. 


Standing jump toward it. 


| J Here, you will see a set 
| |.) of keys behind the bars, 
] | Use the Hook and Pole to 


| Pick up the Gate Key and head 


= ee | snag the keys, 

| J Go fo the dark wall with bars . = <4 on out to the main street, 
4 and a stone block low on the a 
wi 


all. 


j When you come 
| _4 to the water, 


swim acrossittothe — =< ; ad x 
next platform, then do | J On the other side, At the top, y: 
Nes eas —— aStanding jumpanda you will find a will head outside 
¥ continue down the Grab to the cove ladder on the same to a beautiful open 
J) street and you will come opening in the wall. _ wall as the cove area and a cut scene. 
to two archways. Take the Pull Laraupintothe | opening. Climb it. 
one on the right. cove, holding down the 
Crawl button at the 
same time, and Crawl 
on through the cove. 
are 
'] This area features “ Re 
<4) three castle-like ) After you have 
structures. The only : .«) dispatched of the 
one we need to worry  oeniananenal Cee skeletons, head up the stairs 
about (for the time- | You will know you are in J Pull out the Revolver in the back of this area. 
being) Is the one 4 the right areabecouse © —J and LaserSight and have 
around the hill to the the game goestoacutscene at it. — 
right — head on over, and two skeletons go on the f — 


macy SEND ae ht ea eh Ne | 
ART 4 | 


avi AS = A 4 | 2 am ¥\ A ] woh 4 a= | oo AJ 


i ot ee a 
') Go to the other side of 
<@ the ’'U”. Instead of 


At the top, doa 
|} Running jump over to 
the other side, then head up 
the path and do another 
Running jump to the “U" 
shaped platform across the 
| way. 


ro 


{ a | Now, drop back down to 


= “< the "U" platform, then — = tee < , ae — 
JF Do a Standing jump and a Grab, | do a Running Jump to the | roug! opening, you 
4 then pull — = ria The prizes | platform with the face wall. <4] find a gate. Use the Gate Key te 


are Shotgun Wideshot Ammo and a behind it. | - open it and head on through. 
Medipack. ! = 


Smati 


THE UPPERCATACOMBS 


ae as . 
———— om, Head through the first: . «ame: You will notice that, a 
= { arriving in the second room, 
| am. The game will load and you wilt Ms cis’ Ge ac a Lara's weight will cause a part of 
find Lara in the Catacombs area. the floor to collapse ever so slightly. 

This is not good, as the sculpture 
that js in this room, and that we 
need to move back into the first 

— ~~ room, won't budge unless we can 
9 PRR x. stabilize this floor. 


° - ——— 
oe “ae 


cat» Here's how we're going to do it; 
_ Walk up to the face texture on 
the wall and hit the Action button. 


You will be shown a cut scene 
that shows a brown floor tile 
being raised. This has occurred in a 
lower part of the Catacombs. The 
only way to reach this lower level is 
to return to the Coastal Ruins... 
Head on back through the gate that 
led us to the Catacombs. 


] Drop down to the area 
<4 below and look for the 


a = 


’ esl a! Pres IM tnt LE 
j Take the stick and go 
over to the rope and 


ig being held up by th | cove with the fire in it. Pick 
; al ing held wy e * 
Back in the skeleton rope an d pull ey? Hates te | up the stick lying next to the [ff Pulley. Stand under it, then 
S area, Hop off the wall tile down'the rock. ~ |) fire, then carefully Walk _ [fj Jump straight up to light the 
| and Grab, then drop to the E | toward the fire and hit the: rope on fire. 
level below. ‘ Action button to light the 
stick. 


|) Use the Crowbar to 


el = ~. 4 4 open the gate, then 


k a eo — . 


wa . oe Jump, Grab and Crawt 

a Now, it Is safe to climb on the through the next opening. 

J Stay in that spot to avoid the by plestecen aS the oe na ahem Head down the hall and the 
4 rock when it comes tumbling it dropped. Jump, Grab and Crawl lower area of the Catacombs 
down. - _ Be through the opening above it. .- will Joad into memory. .- 


When the area dead- 
ends, you will notice 
| that familiar brown floor 
tile. Pull The column on top 
) of the tile. This will support 

the sinking floor above. 


Back in the upper area 
of the Catacombs, push 
the sculpture all the way to 
the front of the first room... 
Placing it on the face texture 
in the floor gutter. 


— at the eae you will 
come to a small winged 
statue. Stand next to it and 
the ghost will eventually fly 
| into it and disappear. 


upper level of the Catacombs 
area. You remember how, 
don't you? 


Now, you must return all 
the way back to the 


— TEAC KTOTRE UPPER CATACOMBS © 


Sok fl der Sh SRL AER 


= ghost will be released 


from the sculpture and a 
stone tablet will swing open, 


revealing a secret passage. 


em, Once the coast is clear, 
find the pole in the hole 

in the room that you first 

ran into as the ghost was 

chasing you and Climb down 
it. 


ladder to get out of the 


» We'll give jous 
hint. Climb the wall 


em Don't delay... The ghost 
caw kill quickly (might 
be a good spot to save your 
game). Head through the 
opening and Sprint around 
the right side of the next 
room and up the stairs. 


tgs In the area paves run 
through the corridor 
and a secret door will open, 
then close behind you once 
you've cleared it. 


_@, On the other side, Push 
the lever, The walls 
around you will rise, letting 

you view the large cavern 
that is your next challenge. 


oy. Then, turn her so she is aligned 

“= with the second rope. Now, hold 

down the Sprint button ta get her 
swinging on the rope. 


2—= Now, head down the 

short corridor and Walk 
up to the edge. Take a step 
back, then do a Standing 
jump and a Grab to the brick 
wall at the back of the shaft. 
Climb down the shaft to the 

floor below. 


of Lara? We need to get 


on the first one, Align Lara 
with the first rope, Hop back 
fram the edge, then do a 

Running Jump and a Grab to 


the rope. 


at the top of her swing. 


We are now at the 

i bottom of the rope 
swinging area. Look high on 

the South wail and you will 

find an opening above a pile 
of dirt. 


am After she has swung 
back and forth a couple 
of times, you will have the 
momentum to launch her to 
the next rope. While holding 
tlown the Action button, hit | 
the Jump button when she is 


Ne Pac 


em: Once on the rope, do not let go 
of the Action button or you will 
fall to your death. While holding it, 
push down on your D-pad or 

keyboard to position Lara at the 


<2, Then, Grab the next 
rope. Repeat this 


Nea Me ae EE 
== Climb up into it and 
=> head up the stairs. Up 
here, you will find Shotgun 
Wideshot Ammo. You will 
also find a hole in the floor 
that seems to lead to some 


' ramps and water below. Try 


it out! 


ach] bhi ites hr] obf foi Al 


— (ecw 
' - You will need to use the 
one Once you hit the water; | ‘Sites Revolver/| ight 
immediately find the bo ft a a 
steps in front of you and. | cos to take care of t 
climb out. skeleton off in the distance. 


platform. first one requires a 

Running Jump and a Grab, while the 

second, with the lever switch on it.. 
requires a Running jump. 


a , ia 
os, Push the lever and the \ A Ys ae , 

next two platforms will — : 
emerge from the wall. Do a. | aap, Now, shoot open the vase on | pcs haar habs Eiairoreh 
Running jump to the first the next platform and do a pl alee anche 
and a Standing Jump and a Standing Jump to it to claim the — =a Oe aE ate 
Grab to the second. : Shotgun Wideshot Ammo. . pi allie ceiling ra 


above Lara and Grapple over 
to the other side. 


Te chase 
4 
| ‘ 1 
—_ = 
] : 4 = = 
{ 3 = 
=e } _ ~ x if ~ 
When you arrive here, a = 
oe ne eee eee co, He not, wait to do that 
immediately jump in the Let atest yon Dawe c=. Return to the original 


pushed the lever up here. 


This will bring out two more atopé and male a 


diaganol Running Jurap te 


water and swim over to the 
other side, There is an 


lathe from the East wail 
cera with a winged ent aes ee the large platform in the 
atue in here that will take middle of the wall, Then, 
care of the ghost. make your way toward these 


new platforms. 


_., New, drop Into the little 
Be ena ta sear AE, then 


==, When you get to the corner, 


right along the wall. keep on Shimmying. Lara can 
- now do it around corners, 


ea 7 
aq, When you arrive at the end, you 


will come to a large, open room. 
| platform below and | On the first platform is a vase 
head down the corridor. } containing Shotgun Wideshot 


Ammo, 


= ss \ bc seth iae 

aa fos tessa, a ees 

crtetheptermiote |g Cothabvauarefecna auc youon 

eer reenre iu a Gatco the spat hae ea een 
column on it. po esc d the 


ERD eo Rate ct RD eo BHA Lee 


Jump te the platform 
| along the West wall and 
)) jump up and Grab the ledge 
| to find a Large Medipack. 


am At the top, a skeleton, 
will attack. Take care of 
him, then snag the second 
Trident. 


ems At the end, a stone 
tablet door will swing 
open and you will find 
yourself back in the area of 
the Catacombs where you 
pushed the sculpture and 
released the ghost. 


| Revolver/LaserSight and take 
care of them. Then, walk 
around the corner, toward 
the North wall. 


> will attack. Equip the 


>, Climb the pole and etnci! 


jump off of it when you teach 


the first area on your vertical climb. | 
There is some Crossbow Ammo in 
one of the vases up here. 


em» Climb down the rope 
and you will find 

yourself at the opposite end 
of the large room with the 
two ropes. Turn and find the 
ladder on the North wall. Do 
@ Running jump and a Grab 
to it. 


q 


over the pit, then climb 
ladder on the wail. 


Get back on the pole 

and climb up to the | 
ext area. Do a Reverse Jump | 
| off of the pole and head 
} down the corridor. | 


Pa Drop ‘and Grab all the 
way down the ladder. 
Wher you reach the floor, 
two skeletons will attack, 
Take care of them, then run 
toward the West end of the 


room. — 


4 


<. 


CTr 


~r A} obhffs_, »J ot | oe »J >» i te 


4 oe —— 


am» UP top, you will come to 


= Near the pool of water, 


will find a ladder on an opening and room on OF so 5 en 
poe waa: ils te your left: Enter it. =» Run around in here and you will 
find a cove marked by three 


vases — blast ‘em open. Kill the 
skeleton in here, then climb up the 
brick wall in the back. 


It find some 

] Shotgun Wideshot 

; Ammo as you enter this new 
| area. 


| |<: What you want to do here is 
! | work your way to the back of 


eam: Find the ladder back 
“ : F r ( i) here and Climb up it. 
"| SESS }) the room (the East wall). 


| j | 4 
| Nessa ag = ~ (f "s f ; 
§ At the top, drop ae 
to the upper Right behind this, | 
platforms. You will = you will find the” f 
immediately find some ) third Trident. 


room. At the first big, 
rectangular platform 
that you come to, look 
for a small platform 
and alcove on the 
South wall (to the right 
of the cove that had 
Trident #3 In it). 


Shotgun Normal 
Ammo, 


Do a Running Jump to it cite, Exoirtnally, yo sill 


come to a rope. Swing 
to find Shotgun , 
Wideshot Ammo and a Small ele a rn arin 
Medipack. 


cape mn 

® 4 inside, Climb the pole ee EE anne 
Take care me the and Reverse Jump off of sto, Now, climb the ladder. Up top; 

skeleton, then do a it at the top. you will find a stone corridor 

Standing Jump and a Grab that will ura) give ce the. 

into the atcove with the face creeps. 

texture above it. 


« 


on, At the end of the hall, 
~ you will find a room - pn 
that features the fourth _ ps Be a pe of them did 
Trident. What do you want anyway. Take care of them, then 
to bet that all of those climb the ladder behind the Trident. 
skeletons come to life once 
we put the grab on that 
Trident? 


9 At the end of the hall, the game — 
<2 will load and you will return ta Head back to the upper part 
Coastal Ruins. Use the Crowbar to (where you did all the jumping) 
open the two gates and get some ; of the boulder/pulley/rope area and 


fresh air. _ return to the Upper Catacombs. 


THE VPPER CATACOMBS 


=, work yn yc oe — tee ee dona, 
cavern with the two ropes. West wall. Enter the opening next 
to the pool of water and head up 
the stairs. 


After the en ieiaiiameiiog “ 
you will = the This area rentores a A To echt take a wight 
Temple of Poseidon. Next to > series of rooms and and enter this opening 
the winged statue, drop off openings that are accessed on the North wail. 
and grab the brick wall, then _ from this central area with a 
Grab and drop to the floor § | hole in the middie of it. 
below. = —_______——__ 


In the weak room, you 
will find a huge statue 
= = a of a face with its tongue 
In the = consti, ; “ On this mezzanine level: __ Sticking out (there are a 
you will have to take head around to the number of these in this 
| care of two skeletons. Once ) opening at the far end and area). Head toward it, then 
you have, head out to the go through. _ Crawl through the tunnel 
next room. a below it. 


i 


a we 


on 


On the other side of the . 


» \ | / > features fire jets coming yl bs F 
tunnel, you will find a out of the floor, Walk , + 5. an an 
|) few vases — one of them has carefully between them to Unfortunately, two skeletons 
| Uzi Ammo in it. snag the goodies that you appear once you go to snag the 
will get out of a vase on the goods. Get into a safe corner and 
blow them away! 


other side. 


rs 
Finally, you will find a 
room with a statue of 
Poseidon in it. Remember 
those four Tridents we 
collected in the Catacombs? 


When you arrive here, 
+. -you will notice that 


Hit the Action button and , This will cause water to flow water is flowing down into 
Lara will place the first one /~ out of the mouth of the big the hole from the area where 
on his staff, stone face that we crawled under to 


get here. Dive into the water and pes Kat wetes 


head back out to the center area 
with the hole in the middle. } 


a 


SP = i At the top, you will find 
/-” some vases — one of 


Now, ‘ to the opposite 


4 side (South wall) and go 
through its opening. 


Here, you will find 

~~ another giant stone face 
with a pole in front of it. 
Climb the pole. 


them has some goodies 

inside, and a second 

Poseidon statue. Put Trident 
#2 on his staff. 


= =. 


Climb back down the 

rope and you will find 

that the water is now 

flowing out of the giant 

stone face. Return to the 

main room with the hole in 
the center. 


the top, you'll find 
+. statue #3. Place the 
| Trident on the staff. 


ira a 
Remember? There is a 
/- winged statue up here 
that will take care of our 
little ghost friend. 


. When you climb back down the 
~~~ wail, you'll find the water 
flowin: 


g and a ghost chasing you, 


one 
of the two openings in 
the West wall, in the main 
room with the hole in the 
center (where all of the 
water is now flowing down 
into it). 


can be climbed, 


Opposite the stome face, on the 
West wall, is a brick wall that 


Ss = a 
Sprint back to the brick 
wall that you Grabbed 
and dropped down at the 
beginning of the level. 


a 


To the left of the giant 

stone face in this room 
is an opening high on the 
wall, Unfortunately, there is 
also a fire jet on the floor 
below it. 


Now, Run, Jump and. 
Grab, then pull yourself 

up (holding the Crawl button 

| at the same time). 


You must do a Running 
| Jump and a Grab 

| without hittiag the black 
circle. To do this, simply take 
| two steps back from the 

) floor tile that contains the 
black circle, then Hop back 
from that point. 


When you crawl back New th that v water is flowing into 

through the shaft, the the hole in the main room from 
water will be flowing (don't ‘all four sides, you can jump inte it. 
worry — the fire jet will no A 
longer be working). 


Swim to the bottom and | 
, through the tow 
opening in the West wall. 


When you exit the 


When you arte a at t the (aR 
~> > water, you will find two ~"S next room (you may - Si 
sets of stairs on the West have to deal with a skeleton ‘ dpe een 
| wall — take either one. = sent i ther! He ai two giant vases to reveal two 
SPUOEES WE - winged statues... Problem 


solved. 


o 


* Now, head Into the next room, ‘ 
/-. Wailk up to the casket in front : ear ie. 
of the West wall and hit the Action ©) Then, in the small corridor that 
button. Lara will open the casket, follows, find the opening high 
revealing the Left Gauntlet, and on the West wall and climb in. 
ing secret doors on both sides 
of the casket. Go through either 


The game will ™ os ee ee 
load and you will Turn to the feft Ge When you arrive 
to the pole ais 
wraerh exert pet fe a mm ond head through a ad » tothe pole at the bottom, 
= Ing to the the middle door on the avoiding the Lara- head down the 
a ee Scand East wall. damaging wheels to corridor, then climb up 
ha x ty. th the best of your ability. the pole =A again, 
malo reunt, fired the thea beat Of posse aly 
I if 5 
giant blue doors on the 
East wall in front of 


ea a a 
we, In this area, san will 
= find two giant wheels, 
some kind of shiny gold star, 
and an ax-wielding bad guy. — 


am, Take him out with a 
Revolver/LaserSight 
| shot to the heart. 


we, Reverse Jump off of the 
pole when you get to 
| the top, then head into the 
. next area, 


tn ~ 
te, Now, turn and walk 


, Climb up it, then head into the 


Np ae —— ae toward the South wall 
em, Then, use the Crowbar [| | and find the ladder behind small room with the pole. Slide 
‘te pry out the Golden the column, down the pole. 


am, Down here, you wiil find \q 
| 


two more ax-men. Take 


care of them. And, a gate 3 cP EE | 
with some sort of hey \ _ — wee, Now, head through the 
next to it. We nite _ small corridor and you 
don't have the item, so move |e, In this room, there is a small will find a large room where 
on to the next room, square hole that you must drop | an ax-man gets on. a golden 
> down. The South wail of the shaft horse and comes gunning for 
has a lacider on it. Drop and Grab. Lara. 


down the ladder. 


a ve 
| am, Same drill here; you 
must shoot him in the 


_~ ;* 


Pull the rope to open an 


“heart” to kill him. One shot Chesca: = underwater door 
to the heart will knock him Use the Horseman's deewsii 

off his horse, the second will ™ Gem, then enter the ‘na ere lente Lewes: 
cause his “heart” (the small room behind it. 

Horseman‘s Gem) to fall out. 

Pick it up and return to that 

gate with the strange key 


~ receptacle next to it. 


{4 os Lv! eS. jf 


IM a mre Ps cong erentl 
tm OT the West wall, you 
am, Now, head out of this will find two openings 
area and go back to the that lead to rooms with 


severesnd the two hig chains swinging in them. gro TITY 
yar: os iam, here, simply wait for the 
chain to swing away from you, 
then Run past it — same thing goes 
for the next two chains. 


= 


at, Use the Crowbar to pry 
both of them off of the 
wail. You should now have | 


‘ J 
\\ 


am», Swim through the water and 


=» You will come to a room 
with a wheel and a 


wood plank on the floor. head West through the now- three Golden Stars in your. 
| Stand on the wood plank | open underwater gate, until you inventory. 

and hit the Action button, | | come to a small room with two 

Lara will lift the door and Golden Stars on the wall. 

you can swim below. 


: r « Ss _— my 7 


3 = 


; a, In the main room, head | me, Behind it, you will find a 
me: to the South wall and ~~ very cool-looking 
am, Now, swim back the way open up the left door and | planetarium. in here, locate 
you came, climb out and — go in. each of the three receptacles 
| head all the way back to the for the Golden Stars and 
main room of the library place them. - 
(the one with the blue 
doors). 


_< _ iE —— FI) 
| am. Each one will open the 
gate (or gates) that is — 
next to it. | 


dt, The Gray planet { 
(actually, it's the Moon 
and js behind the right-hand | 
gate on the East wall) 
belongs next to the Earth. 


wt, Finally, the orange 
planet (Jupiter), behind 
the gate on the South wall, 
belongs on the last, outer- 
most circle. 


oe | planet model that can 


ee ee 


| a, Behind each gate isa 


be pushed and pulled to its 

} proper location on the floor. 
There are five spots for 
planets. Four are behind the 
gates and the fifth (Earth) is 

already out in this area. 


a 


€ * -S j 
Wilin aey Pt a 
cy Ce 

3 _ _ e 

joa SS 

| a, The green planet (Venus), 

| behind the left-hand gate on 
the East wall, belongs on the closest 
circle to the Earth and Moon. 


om, Once all five have been 

placed correctly, a 
bright blue energy blast will 
emanate from an object 
located over the door next to 
Jupiter's resting place. Go 
through this door. 


room. 


et DT oh 1 be hI oh {ish} 


~~ wa oe ae Bs SS 


ee ea 
wm, The Earth (blue stripe) goes on 


the circle in the center of the 


Oe hi = 
wm, The red planet (Mars), 

behind the gate on the 
North wall, belongs onthe =f 
next circle/ring, closest to 
Venus. 


a, Head down the corridor 
until you come to the 
blue doot — don’t go 
through the door. Instead, 
Run past it, into. a room 
with a bunch of snake 
statues in it. 


am, £ach of these snake 
statues has a lever on it. 
When you pull it, the statue 
will shoot out flames, as will 
two others. However, if one 


when you walk in the door. If 
you mess up, stepping on the 


ee, Light all seven statues, ard 


tagram block along the 
re cnt spots, willbe East wall will reset the some platforms will appear in 
extinguished. puzzle, the middle of the room, and a flame 
ngues ghost will begin to chase Lara. 


ew, Quickly head up the 
and the steps, 
trying to avoid the fire. At 
the top, you will find a water 


fountain that can dive Tee nae? 
into and sane the - a ao ctieuatenae am, GO through this room 
flames. This comes iin handy. ' into the next. . .. 
| Particularly if Lara is aetting | 

\ all toasty inside! 


am. You will Find yourself on 


am, Walk along the 


ae ; the upper mezzanine 
a=», Then, you will come toa 1 itt mezzanine until you 
corridor. Follow the im of ei Ses in\room | come to a set of three doors 
corridor to the blue door at ie big er: on the South wall, Go 
the end. Open the door and through the door on the left. 


go through. 


Ae 


mm, Now, return to the room 
where the fire ghosts vi 
next room, two fire were released, and snag the _ Retu: mezzanine 
ghosts will attack. You must Pharos Pillar that sits atop a "open the right hand doer on 
Sprint all the way back to | Man a the South wall. — 
fountain and that 


you used a little earlier to 
\ extinguish them. 


You wilt immediately 


slide down a ramp and d ee 
drop through a lion's mouth, i . ’ | am, Then, quickly, do a Side 
to an area where you just — “ { jump to the left or right 
know a big boulder is set to wm», 10 avoid the boulder; Do a to avoid the boulder. 
crush you. Standing Jump right in the face ; = 
of the ramp that the boulder will 


take to crush you. 


et ats 
| = 
st 1 
| oes - 
——— am, ~Taising a siiietene jin 
ae, An ax-man will attack the middle of the room. 


~~ immediately after the 

| boulder rolls by, Take care we, There Is a lever on the 
of him, then head up the left side of the ramp. Do 

boulder ramp as far as a Standing Jump and a Grab 
you can. to pull the lever... 


Climb the platform. 


_.. Then, climb into the 


alcove above. 


sti, At the top, face South, run : — 
then do a Running jump  fecibes anal pk Seal clestre gine 
ne = will be staring out at the top of 
above. the lion's head. Execute a Running 
Jump from here, to a point just 
above his eyes. 


om, This will open up his mouth so 


ce AS th hav: h room to — 

em From here, climb up on : | crawl road Drogen baru from em. At the back of his 

““S the top of his head and his mouth. Then, pull yourself up mouth, you will find a 
Pull the rope. {holding down the Crawl button at pole. Climbs it. 


the same time) and crawl through. 


9 ——_—, 
‘| 
ow, At the entrance to the 
= Exit the room and 
next room you come to Te crenttavete: vicar thee: 
(on your left), pick-up the corridor and you will come 
f torch that is lying on the to a gate that will 
“ ee ground, Take it and walk on automatically open as you 
us, Do a Reverse jump off of one of the grates in the pass, Just after It, you will 
the pole at the top and Saag a nee el earason’ come fo a room with a wood 
head down the corridor. tight it by ting poe Sinn floor in the center of it. 
button next to the pedestal. 


1 


\ een and pick-up the bright aa, Now, Climb up into the opening 
am, Stay Off of the floor and | scroll that is in the circle in high on the East wall and exit 
“~~ throw your lit torch | the center of the room. the room. Return to the main room 

onto it. Watch as the floor = with the big, blue doors. --- 
{ burns away and 
crumbles to the room below. 


ty, At the end of the 
corridor is a room with 

a harp in it. Stand in front of 

the large pedestal next to 

the harp and use the Music 

| Scroll. 


em, ead through the right- 
hand door on the North 
wall, to the snake statue 
room, to get back up to the 
mezzanine. 


| see. Up here, go through the right- 
i hand door on the North wall. 


am, This will open the giant 


ee 
blue doors, Jump over 


=m, Lara will then play a 


| — the mezzanine guardrail and 
sncehine that will open ae em, FoRGw the contidior hick head through the blue doors. 
9 ‘to the mezzanine and It's time to move on to the 
= z pull the rope when you get Hall of Demetrius! 


there. 


|] This will lead you toa room 
© featuring the Pharos Knot on a 
pedestal. Grab it and drop back 

down to the main area. 


ra Head down the corridor 
\ i you come to a big 
room. 


( Head toward the South |} 
©. wall and up the ramp. 


_ | Once you regain 


\f' control of Lara, { When you arrive 
you have to take care | | U\ at the top, look 
of Von Croy’s | for the lantern with 

j 4 henchmen. Then, head the drag marks next to 
At the top, we'llgeta jf back up the ramps it on the ground. Push 
| suf scene involving Von | through the opening the lantern North one 
\ Croy. on the North wall. push. 


ASTAERVINGS 


a 


op ex 


9) Inthe center of this 


a Se } Dro ancennieh the 
9 You arrive ina part of - structure is a ladder building to the beach 
4) Coastal Ruins that we — that Lara must climb to yet below. Head into the water. 
have yet to explore. Climb out of this room. Look up 


out of the water and locate 
the structure with the face 

textures on it, in the center 
of the room, 


. and locate it, then Jump and 


Grab the ladder and climb 
out. 


} Swim Northeast (a : 
— white tower willbeon 1 
your left and some brown 

)) cliff watts on your right) ' 
)) until you clear the cliff walls | 
on your right. 


Eisenia 


m» As soon as you arrive in 
this large underwater 
cave, a Hammerhead shark 
will give chase. (If you need 
air, swim to the top of the 
cave — there is a small area 


| 


Once you climb out of 
the water, you will find 
a key hole at the end of it. 
Use the Pharos Pillar in the 
hole. 


Avoid him to the best of y 


pega 4 
There ts an underwater tunnel 


| 2 on the Southeast face of these 


ability and swim straight, 


toward the upper haif of the temple | 
I 


that is in front of you. 


Now, swim into the 
opening to the left 
the door. os 3 


swayi 

game will load, You are 

about to enter the Temple of 
Isis. 


You will find a wood 

door with openings on 

either side of it. Head into 
the right opening. : 


_ Exit the water. At the 
~ top you will find a 
second keyhole. Place the 
Pharos Knot in it and the 
wood door at the bottom of 
the temple will open. 


es 


Take care of him, then 5 
drop into the water-filled 

dale @» Swim through to another 
peta ie ties hal : OF ise underwater chamber. Swim to 
the North wall and open the door 
on that wall. Swim through and 
climb out in the next room. 


, In this main room, a 
golden eagle will attack. | | 
| Take care of him, then head [| 


<@ Head toward the statue. 


up the South stairs to the | 
next room. <> fh this room, you will find a When you reach it, take 
— large statue of fis, You will also a right and look for a column 
— - find that the door closes behind in the Southwest corner of 


= you. 


ai 
’ 


{ immediately, a " They will ‘continue 


bunch of small to give chase. 
beetles will be | | Sprint back toward the | 
released, so quickly get center of the room. ( fi it. Push 
off of the column You will notice that a ication ilo 
—— egal before you take too block has appearedin | that is ie this alcove. 
y - much damage. j front of the West wall. | . 
5 ie era a 
a Z. c 
; | 
| : - 
' ae 
am | cial a 
Now, drop back down , - 
into the Isis statue room 7 eee tt 4 > 
and head to the feft side of oemammenmmmantan ; Recerca 
the statue. Here, you will This will release even _ Climb up into the alcove 
find another column to more beetles, but it will ~~ above the block and 
climb. There is a Broken also cause a block to appear push the wall button that 
Beetle (that you don‘t need) along the East wall, in the you find up here. . _- = 
just waiting for your | _ center of the room opposite ee wa 
Crowbar up here. the one we just used on the ( 


West wall. h aie’ 


this hole and lower 


. This will cause a hole to 
"appear in the floor in 
front of the statue of Isis. 
Hang, drop and Grab the 
ladder in 

Lara to the area below. 


4 
g 


=», Now, grab the Winding 

Key from the pedestal 

and push the large wall 

button to open the door that 

dosed behind you, in the 

room with the statue of tsis 
im it. 


. Head through the first 
room you come to, into 
the second. There is a large, 
black pyramid in here and a 
skeleton. 


<j» Mere, ead toward the 


and Climb up the column 
with the angled top, in the 
| corner on the East wall. 


now-open door. 


North end of the room 


Head back up to the Isis statue 
room and exit it through the 


». There are three holes in 

"the floor in this room: 
North, West and South. Each 
hole features a slide that will 
lead you to either a Black or 
Broken Beetle. The North 
hole features the Broken 
one. Since we don't need it 
to proceed in the game, we 
are going to ignore it (it 
won't even show in your 
inventory, should you decide 
to go for it anyway). The 
West and South feature the 
Black Beetles. But, the way 
you get them is the same for 

both. 


<> As soon as Lara comes to a 


standing position, execute a 
Reverse Jump to the flat platform 
across from the sloped one. 


=» Back in the main room, 
there will be another 
skeleton waiting for us. Take 


» Once you drop through 
~ the hole(s), you will 
slide toward the water 
below. As you are nearing 
the end of the slide, Jump 
forward into the water, then 
head straight toward the 
platform with the Beetle 
above it. (if you don’t Jump, 
you won't be able to make it 
through the water before it 
lights on fire and you will, 
sadly, be dead.) 


to 2 room with plants 
and 2 large fountain. 


© Here, you'll find» wall 
z tile with a face on it. it 
is a secret door — use the 
Crowbar to open it and head 
on through, 


© Run meron the room, to 
the North wall, and 
head up the stairs. 


~~ 


Move through the corridor until 
you reach the next face tile. Use 
the Crowbar to pry it open — 
revealing another secret passage. 


j emp tyme reales lay 
ramp to the room above. 


© At the end of this 
“. passage, you will find a 
hole that leads to a slide. 


= — —— —— — — —_ 
; PEs ~< ES 
= a 
— =e Ho 
fe | q 
i ‘ r 
| *. From this platform, Pas saree 
—s me turn so that you From here, head 
= At the end, you can see the opening ‘. back to the 
The slide leads to |= will find the fourth high on the West wall. beginning of the level 
some water. As Black Beetle. Use the Unfortunately, you'll and back to the Temple 
you are about to slide | Crowbar to dislodge It, have to drop into the of Isis. 
off into the water, then do a Roll Tarn and water, then quickly 
|Jump to the left and a Running Jump from Jump up and Grab the 
head down that water the edge to the ) opening above, (You're 
path. platform on the other only on fire while you 
, ———— side of the water. are in the water — 


unless you hang out in 
it too Jong. Then you're 
toast.) 


| Nene rn - 
| Once back at the Bec rte 
Temple, head to the Here, you will place the 
room with the black pyramid four Black Beetles into SN 
in it (up the stairs in the the pyramid. This will cause a series of four 
West wall of the main room). panels to raise, then disappear 


into the floor. 


= 5 ea 
{ 
s 5 USF 
, i - 
4 
4 Qo e 
Then, a beam of light will shoot Sis a Fini Se 
upward, supporting the tip of h Sey 


the pyramid. From this, you can hit Goto i 
. . your inventory and 
ere yaar sbtala the combine the Mechanical Scarab 
with the Winding Key — we will 
need to make use of this when we 
return to Cleopatra's Palaces, Let's 
do that now, shall we? 


7 Go up the stairs and | & You will notice some 
“. fountain room, head © continue straight to the holes on the floor 
back to the stairs in the back of the room. You will behind the painted beetle. 
North wall. find an area with a big eagle These are spikes. Use the 
painted on the wail, and a Mechanical Scarab with Key 
), to deactivate the spikes. 


\ Ne mee 


8 Upon re-entering the 


Nem a 


In the next room, 


Ht will sit over the © 


—— 2 


! } Open the casket Q Head through the 
L ruler a ‘ & go through the Z to find the Right ¥ opening in the 
then tear through the Saline ete | Gauntlet, Take care of East wall. Take a right 
ee ages tart atag find a casket and some the — seas back SAE IVES 
holes. When you arrive | ae be at ae i: to the previous room. 
| at the other site, pick- _ wing a Sage 
jup the Scarab and —_ : 
| continue on, : mn : = ' 


—_- 


7 Down this 


abe rare op i ; corridor & around 
Z also Gauceseee Bie the corner there is am Doing so will of 
ees alcove with double ; 9 open 
for a Small Medipack), ‘di sidiVailever: lak the double doors 
On the other side, | | then head though the | eons . i. cA ai 9 and raise a block next 
pick up the Scarab opening in the West on ‘di Sea ie am d to you. Climb up on the 
/and head up the stairs | 4 Wal fant caplet on the ig ae pata ‘block. | .- 
in front of you, In the wall in the corridor). jump and Grab te - 
next room, a golden. = mz 
eagle will attack. .- ti _ 


y § Go through the 


—— opening in the 
- ’ 8 Shimmy around the North wall to the next 
Roa sane fedge until you can room. Push open the . 
} Face West, then jump stand up. Climb up and head casket to obtain the - — 
from the block and Grab down the corridor, Right Greave. : = 


the ledge. CSET TS TRS SIs Vee « 


@ ‘Head hack out into the 
| © corridor and drop back 
i] down to the area where you 


© Here, head South andigo 


Pr oe : ; Jumped and Pulled the 
> A skeleton will attack. | switch before you did all the ‘through the opening on the 
“ Takecaveofhimand = | », Shimmying. - 


East (left) wall at the end. 
| carefully pass the blades that | > 


Exit the room, 
|). turn teft and head 
| East. down the corridor | | past the stairs and 


until you come to some (5) 
mages HA: down the corridor that 


® As you turn the 

an corner, ace 
a new opening on SS 

the left-hand wall. Go yy pain F 

through this and open | ; ——— 

the casket to collect 2; pl , oe = a 

the Pharos Knot. 


ae 
A block will appear on 


Pick up the Small Medi; Jd 
haga ie peck wet the North side of the 


© — sie tie see tee riemane black yesom, cae p-7 oy eget ihatoen 
, ill features a gold statue of Lara. Do Jump and Grail ceiling 
z eee ace pr i not shoot ye you will take texture. Grapple over to the | 
Lees obit noua (Clini: damage. other side and drop onto the 
the one closest to you. . = ce 
uf . a a aia 
—e——— a é. fh — - = 
: “| Bas} 3 
4 * 
, = 2 
iW 
4 \ —_ *. 
Yn - ae Q After disposing of 
© Walk to the end © You will be in an open J the eagles, go to 
\. of this corridor 5 area above the yellow the small extension 
and turn around. Jump helixes. Take out the golden that occurs in the 
up, Grab the floor eagles. If you don’t deal with middle of the path that 
above & Climb up. the eagles, they will focus you are on. Facing 
their rage on the golden West, do a Running 
statue of Lara — and the real Jump over to the other 


Lara will take the damage! side, 


& On the North wall’on this 
‘side, you will find an 


opening high above. Jump, 
Grab and Climb into it. 


Pp 
middle of this area. 


The door on the 
East side contains 
j the Hathor Effigy. After 


From here, Jump 


i snagging it, doa iF )) | over to the door 

| Running Jump back | with the face texture. 
over to the suspended | on the South wall. - 

| platform in the center UD 

\ of the room. , 


® Now, gothrough © eS 
x the door and blow © Two of Cleopatra's 
the skeleton’s head off. * guards will go on the 
A cut scene will follow. attack. Use your most 
: powerful weapon to destroy 
the first one. The second 
one, apparently frozen in is 
tracks by Lara's dazzling 
firepower, has deceided not 
tofight. - 


tin the next area, both a 


are 


eagle will attack. Take care 1 
of them and jump out to the 9 
latforminthe jf 


‘ BAS en ee Place the Portal 
— ee Guardian on the 
z combine theHathor pole next to the door 


| Effigy and the Ornate Handle Sapper i — —-- 
to create the Portal 
Guardian. 


,/ aa ee 
Q After snagging these 
~ last two pieces of 
Armor, head toward the 
throne that Lara was sitting 
on in the cut scene. There are 
two holes that have opened 
up on either side of it. Drop 
into either hole to bring Part 
IV to an end. 


® After taking care of the 
~ guard, head in the doors — 
behind them. One contains a — 
casket that is home to the 
Breast Plate. The other 
contains the Left Greave. 


Well, things have just gotten a bit 
nasty, In the cut scene, you find out 
that Von Croy has taken Jean-Pierre prisoner and that he wants to make a trade — the Armor 
of Horus for the life of Lara’s mentor and friend. We all know that this is not the kind of deal 
that Lara is likely to make — under any circumstances. Get ready for some real challenges as 
you make your way through some of the darker areas of the game. Keep looking for flares! 


CITY OF THE DEAD 


a 
r al q I 
. | 4 | 
5 | No a 
semaine Now, get on the bike. 
—_— : You can Climb up on the ¢ Follow the path to its first 
1. Se oe platform where the guy on intersection, then tutn left 
Here we go — welcome to Darksville, the right was standing and (you'll be heading North). 


pickup a Revolver, if you don’t 
have it already. 


= USA, You are going to light things 

up once you hop on the motorcycle. First, 

draw your weapon and take care of the 

two bad guys on the building next to the 
bike. 


Le eel = q » 
At the next intersection, Face South and head into Le Pea 
> turn right. A machine gun hy tal petteon. across from Inside, you will find a dead body 
will be firing at you, so quickly aS Pine Se ys over some steel grating on the floor, 


get off of the bike. Pull the body off of the grating. 


Va 


Turn around and take a 

** look at what's across the 
way. You will find a swinging 
blue ball with an object in 
front of it. Equip the 
Revolver/LaserSight 
combination and shoot the 
blue ball (it will release a 
ghost). But make sure not to 
shoot the object, as it will 
release a locust. 


| Wo % a 
Drop down to the floor 
below, turn right and 

head up the stairs, then run 

into the pool of water that 
the path leads you to. The 


The current in the water 
.** will carry you to an 
underwater hole, Swim 


en lamers patliae Take the next left 
/°* (heading East) and park 
peg erg patie icta the bike at the dead-end. 
(heading South) at the first £* corner with an opening above 
it. Climb up the block and Crawl 
intersection. 
into the opening. 
c iy Fe = 2 
. | . @ 
- —— > aaae 
| “ aE Bae a 2 ae 
Head through this This opens up the As you look West, By driving 
27% narrow corridor » floor grate in the ® you will find a /©* through the signs 
area until you come to room where you Pulled small sand hill, Hit the and onto the floor, the 
a room with a lever. the dead body. Return gas and jump over this, weight of the bike will 
Push the lever. to the motorcycle. to the rock platform cause the floor to 
with the construction collapse—you'll drop 
signs on it. through. 
os Sweets a xan ‘ 
3 £ 4 x 4] 4 - , ; 
F 4 a a Pa 
, ' _ « fe | 
a , ‘ } il ® 
. - ! i" : 
Down below, find | Move fi ved cael ma 23 ae : 
© the opening at es take the long ica Head into the In the next room, 
the end and Climb up drop into the pool of J©* next room, shoot ** look for the slot 
dil the bats, and pick-u that you can Grab high 
and in. water that is at the y p Pp on the West wall. Jum 
end of this hole. any goodies that you REGh IC eRe 
find. Take the slide up and Grab it, then 
down and out. Shimmy around until 


you have enough room 
to stand in the alcove. 


ghost will be destroyed once 
it touches the water. 


through it, then up and out 
on the other side. 


™ Sein sia Wp 96: Nee: 
©* that is on the South side 
of the room and Push it. This 


i sell fepiog ibiadiari bees | 


VL, Now, drop off the other * water that the ghost will open a secret door back 
©* side of the ledge that cine lon itself in, It is mow in the area where we first 
you will find yourself on... frozen over. 


\. Find the blue door — 
/°* in this area and use Now, Climb up on 


the Crowbar to open it. J the block, next to JES yourself on a 
Secret time: There is a the gyeen door in this ledge that looks back 
Large Medipack behind area, then Climb the toward the steps at the 
the door. next two blocks to get beginning of the City 
out of the area. of the Dead, where we 
found the motorcycle. 


| 

" a = 

\\ Back out and hang from 

=* this ledge, but don’t 
drop down. instead, Shimmy 
to the right until you can : » This will ill open the gate 

parent around and jump and Grab ae pic am eeeene ae you 
to Pull the lever on the wall know what to do with him, 
in front of you. don’t you? 


Now that the gate 


J is open, head off 

to where you fast left i ee = = 

vee beenelod jar | Sian . { Drive through this 
; < * area, dropping 

where you broke busting throu .wand head : 

rameter imggomy | Seat peete. |) rm ne open | a an 


floor to get to It). gate. you reach the top. 


On the other side, get 


At the top, you'll find a 2 off the bike. Head to the 3 —_ 
~ ramp that leads over the South in this area and you'll i” 
pavlbie: ancl. pred oceap Ai seullailevee SS aevelcoed inh JA, Push the lever and you will raise 
the corner (you'll also find a platform. Get back on the . 
some bats)... bike and drive back to the top of 


the stairs. 


Once you reach the top, = ~ 
near acomeie ner, mahees 
fe &* tunn ve the o 
Northeast corner. ; ¥ Now, head hack to the room and Crawl par 
grating igh 
= ** where you Pulled the body off 
of the steel grating. 


At the end, Push 7 Jump and Grab 


» the lever — it Drive back to the LE* the alcove, then 
opens a door right Le stairwell section. 4P® elevated path Pull yourself up on the 
aaicetuenl — bike about along the Saale os next block. Head 
alfway up. - up here, with a hig th h : 
ao ly up. ; tr ehae a — a, 


A, Poa Running jump and = ~ Now, go through the 


© you will be at an FF 
opening—staring at the street | £* a Grab to the ledge with | “ door that youopened == — 
below, and a malfunctioning the machine gun. | when you triggered the lewer 
machine gun. } . / a little. earlier. 


Se ee ees eee 


r 


> =. ! 


X Shoot the gas to destroy 
After going through the joor /* the guns. 
ie Sas prorat Iatons aep ae 
bore a yourself staring down | 
barrel of gos next tothe guns. 
of gas next to the guns. 


Now, walk oo ali 
* of the ledge that sticks 
out the farthest and doa 
Running jump and a Grab to 
the ledge on the other side. 


ae ae 
cs p Sele btaey 
5 - - J over 
Ny, Shimmy along the Push the lever to the ravine (using the 
a ps : ; open a gate across ramp on the left), and 
then climb up. pods aba from the room with drive through the gate | 
the dead guy. to exit the City of the 
Dead. 


take aff on your hile i 
and take a right at the first J Don't tet up on the accelerator 
intersection. <<) as you come around the next 
- (left) corner. Take a hard left, then 
= gun it over the left side of the 
ravine. 


7 Agia ies ercint: ioe 
4 voad will turn left and 
you will run inte a stone | 
step. Get off'of the bike and) | 
Climb up the step. 


Turn to the North and 
look up at the building. 


oa the opening up there? 


|] Now, head inside the 
<& mosque (the opening is 
on the South wall—tothe =| 
left of the step where you 
| parked the bike) and go into 7 
the large middle room. In " 
the Southwest corner, under 
| an overhang, you will find — § 
| the Grenade Gun. 


) Back on the main street 
<4 at the step, head West 
and follow the path as it 
turns to the left. Here, you 
will find & huge Egyptian | 
guard that you want to avoid 
like the plague. He sends out | 
| shock waves that you have to 
Run away from if you want 
to stay alive. 


| Jump up and Grab the : 
<4 ledge. Then, Run and 
Crawl through the tunnel. 


J Go back outside, get in the 
). motorcycle, and drive it back to | 
| the ramp that you first drove down 


in this area. Park it next to the 
opening in the North wall of the 
building opposite the ramp. 


| Run into the mecanetid: 
A the guard will chase a 
inside. 


At the end, you will find come 
Secret goodies. 


Go Inside the building 
(mosque) and run 
straight through to the 
other side. 


wall, you will find two blocks | 
that you can Climb — on. 


either side of a small : 
opening in the wall. 
4 
; 
: _— 
oh 2 alehinwi«c 


{ do a Standing Jump and 
one, then turn around concrete ledge and face the sae te around the 


and do a Running Jump and West wall. Do a Running Jump and a 

a Grab the ledge above the Grab to the next ledge. Shimmy to a 
archway on the North wall. the right until you can stand up. s 

The guard will continue to 

follow you as you make your 

way through the mosque. 


« the ledge and into the 
corridor, At the end of the 
corridor, Jump, Grab, and 

pull yourself up. 


§ Quickly, turn to 
. i the East and line 
_ roof to the Southwest ! Lara up with the rope. 


(above the wail that Do a Standing jump 
and a Grab to the rope. 


mei its_sh] bf te 


find yourself: 


ooh as you land, Run ¥ You will E 
the bad guy. Then, <4 facing the ramp that — SE ABET I 1 ESD 
drop down the hole, you drove the motorcycle Jj Race as fast as you can over the 
down when you first entered ravine and back to the step that 
this level. jump on your bike you had to park the bike at earlier. 
and take off. 
a a cea : a 
" Zz 
sale a 
Pheal 
on | 
, \ 
SE ea | 
I) Get off the bike, go over ' me al ree 
<4 the step, and Run to the hoon muiniaihdiiecninihee ars U The jickly Climb int 
| big wood wheel across from | At this point, you won't have > | the eee ag 
the entrance to the mosque. much time before the doors _ ladder at the back to exit the 
a open and out pops armored Arnie, A Chambers of Tulun and head 
— hig ol’ fly is going to be bugging to Citadel Gate. . 


you as well. Pull the wheel three 
times to open the gate next to it. 


=CITADEDCATE _~ 2. 


a=: Continue forward until 


in by dro to another cut scene plays. As soon as you regain 
- = eel oer ‘Walk up This time, the beast oe comealie Lara, Run past 
to the man lying on the ] announces his presence with the beast—heading South. - 
ground and a cut scene will authority! : . 
play. Sergeant Azziz tells 
Lara about the beast. 
‘ ars we 


_— You will immediately be 
shown a cut scene of the 


< - ee Then, find the block on the 
em As you make your way. North wall—next to a rope area below, then the game 
around the next couple above—and climb over it. will drop you into it, 

of corners, you will come to 
an area that is lit with a 

areboessn: light (there are 

overhead), Climb 
grind step on the West wall. 


cx», Pull the lever up 


ce» Pull the middle “s = 
Jever. Then, go to here, then drop. ee» This time, Pull the 
\ = the Southwest corner back down to the three left lever and the 
ee Goto othe Wurth of the room and Jump levers below. casket closest to you 
wall in this area. up on the ledge above. will move aside — 
On it, there are three exposing a hole. 
levers. 7 - 


—_—s - - ee» Drop down the hole 
— ore that is farthest from em. Use it and a door will 
ae Now, Pull on the right you. In this corridor, you will 0) up down below 
lever and the next find a lever switch in need of the hole in front of the other 
casket will move aside, a lever. The Crowbar will do casket. Climb back out, go to 
exposing its hole. just fine. ee rant casket, and drop in 
ie hole... 


ema Throw the switch 
at the end and — wand 2) the locust 
two things will attack. Climb out 
happen. 1) A door of here before they eat 
= opens above... you alive! 


J | hJ~oeh4 Lae he 


At the - a cut scene 
will play showing the 


rope that you will need to 
use, Do a Running jump and 
a Grab to get hold of it. 


<= Doe ‘Standing Jump to 
the next, higher piece of 
roof (also facing East), then a 
Running Jump to the next 
across the way. 


eam: Turn around and 
do a Standing — 

Jump to the roof to the 

Southeast and below. 


emp: Now, turn to the South ~ 
and do a Running jump 

across the ravine—toward 

the taxi in the distance. 


(ay Then, Swing onto the 
edge on the South wall 
acrossthe way, - _ - 


2, Now, turn South, Jurnp, and 
Grab the wail across the way. 
Shimmy around the left corner of 
the wall and drop to the 
platform below. 


2a» From here, turn 


| cx, Head through the 


=» Now, turn East and doa 
Running Jump onto the 
I roof, 


Ss 


we. Face East, Jump, and 
Grab the platform across 
| the way. Pull Lara up, then 
turn toward the Southwest 
and do a Running Jump to 
the platform in front of the - 


to the South and | 2» Here, you will find 
| find an alcove with an. corridor. At the the Nitrous Oxide | 
orange-tinted light — | | opening at the end of [Canister behind the 
, above. Do a Running | |it, doa Running Jump | jeep. You will need this | 
Jump and a Grab into tothe areawiththe = | > for ‘the motorcycle. - 
this alcove. burned-out jeep, It is to | See 
‘ : , your right (facing = 
Northwest). y 


2a= Run through the streets, 
avoiding the blasts from 


| the beast as you Sprint past 
him, and return to Sergeant 
_ Azziz, After the cut scene, 


Climb up into the alcove 
behind Azziz and return to 
the Chambers of Tulun, 


J Digs dow ibs babe nd tals 
a right at the bottom. Head 
down the corridor and Climb out at 
the end. 


ramp to the North fo exit the area: 
You will arrive at the Trenches. 


§ Skada putea yee ithe 5 Bh tens thettats toe streak 
aeregow es yar e Until you come to a 
it. Head to the East and Lacan hapa prastcia 
; ‘over the step in front g saurte 
cerca tk cs boxes. Hide behind the boxes. 


F Climb up on the 


tallest box, then . § Drop through the 
ses Se Nace tel IE chvungh vac carved 
a Running Jump je corridor 
a Grab over to the below. When you come 
opening high on the to an opening at the 
North wall. Pull base of the West wall, 
L: up. Crawl through. 


le ; alehi. >. 


. een tret 


with a machine gun 
will be shooting at you 


and two successive 


blasts of ong 
bang up Lara 

good. Avoid the steam 
while getting through 


‘Crawl around the back 

of the room until a box 
stops your progress along 
the East rw of the room. 
From bere, you can shoot the 
gas can on the back of the 
gun to blow it up (Revolver/ 

LaserSight). 


Face the West wall and 
g Climb up into the cove. 
Turn around and shoot the 


drop down and 


Head North, then head East at 


tank machi) Then i 
am You ershive wee to Crawl back through and | As the ernie ‘ion. cneie 
shoot hind out to the street, urns to you wi a 
ari = crawispace on the right. — 


; a. | 

_" i 

ae a Shimmy around to the : 
? Giiaal into it to get the s a , & right, avoiding the 

i Cra Into get | =| . steam, and drop near the 

i, them return fo the street, 9 Head straight and jump up and jeep that is on fire. 

Ss eee y Grab the ledge that you come to. 


eS Got to your 
pa z Inventory to 1 
Crowbar to pry loose . combine the Valve Pipe © 
the Valve Pipe. with the Nitrous Oxide 
Canister to create the 


Nitrous Oxide Feeder. 


steps, 
bike, and install the 
Nitrous Oxide Feeder. 
From this point 
the entrance to the 
FeelN pyo 7 l Chambers of Tulun. 
able to get a Nitrous iin 
boost of speed for your | , 
motorcycle by hitting 
the Sprint button. 


Get on the bike 
and head back to 


at 


J Drive the bike to the left 
and stop and turn 
around once you get to the 


ravine. 


—_— 
Shoot the bad: guy, then 
slide down the ramp. At 
the bottom, head North and 
pickup the torch when the 
corridor ends in a room 
(you'll have to take care of a 
bad guy here, tow). 


] Open it, go inside, 

«4 take care of the : 

bad guy and light the Now, find the East ms 

torch, Take the lit torch wail and head up } At the top, hit the 

back outside. the ramp adjacent to it. | Action button to 
raise your torch and set 
off the sprinkler 
system. 


ere 


Using the Nitrous, race up the 
steps on the right, then up the 
ramp into the building. 


ee ae 


: fh tow Now, head back out tinto 
= the open area and take 
the ramped corridor to the 
right of the ramp that 
brought you to this area (it is 
on the West wall). 


- =~ 


aa 


ia 


: BACKTO THE CHAMBERS! OFT! VIUN'S 


- 


9 Get off of the bike, 
climb up on the ledge 
and go through the door. 


r 


——— ~ 


This will lead to a tight 

corridor with a ladder 
on one of the walls. This is 
the ladder that we took to 
leave the Chambers of Tulun 
earlier. Instead, turn the 
corner and find the steel 

door. 


f 


1 in addition to 
| activating the 
sprinklers, the door 
next to you will open, 
Go inside, 


nll 
J Push the lever inside. 


This sends a big, steel 7 ON SETRA: sg a — : 
box moving elsewhere and low, go outside. 
turns thes sprinklers off. Then, head back — oe eats rina —_ in 
through the corridor on the mn Mere ere Feat i 
North wall torch. Climb the boxes and do a 


Running Jump and a Grab to the 
opening high on the East wall. 


t 
1) Drop down the other 
| 1 side of this alcove, Then, . 1% 
face North toward the gray . : ao 


steel box with “X" bracing 


. t« will break open, revealing a |) Behind the gate is a hote 
ce eee gate behind it. Use your in the walll with the 
Revolver/LaserSight to shoot off the Roof Key inside it. Grab it! 
= a lock, then go through the open 


gate. 


— ——= " 
|] Mead back te the room de! 
with the lever init (next ae 


=_ 


. —_ -_ “A 
to where the sprinklers went — & Follow the corridor back } >Get on it and ride back 
off). Instead of taking a left 4 tw your bike, = ’ out of the Chambers of 
to the lever, take a right and a Tulun the way you came in. 
go through the open door age ee 


with the yellow stripes on it. oe 


pa 


] 


tinted light. 


a 


) Drive ever the ramp, 

© then get off of the bike. 
Head North to the stairs on 
the right with the green- 


e 


© While on the stairs, turn to the 
© right and climb up on the block. 


i 
5 Now, Jump up and Climb SEC ores a - 
. into the crawl space. § Before you back out and 
Craw! though it, then drop / drop from this second 
into the hole. Jump back out crawl space, look for the 
of the hole into the next piece of stone that is lodged 
crawl space. in the ledge here. 
emer 
J ——— _ ~ 
3 = i K. 


a 
, Now, back out, 
hang from the 
ledge and Shimmy to 


the left and around the 
corner. 


Qe Sy ~ 


| When it is safe, 


drop on the ledge 
next to the street light. 


hoa 


» Face to the South 

* and jump up and 
Grab the ceiling. 
Grapple over to the 
other side. A locust will 
attack as you are 
making your way to 
the other side. 


ac 


| Face South and Jump 

© and Grab the handle 
that is in front of you, You 
will pull a ceiling gate down. 


|e 2 
Pull out your Revolver/ 


LaserSight and destroy 
this impediment, 


— 


| So 
| On this next 

ledge, head into 

the next area. Kill the 

bad guy, then turn to 

the right and use the 


Roof Key to open the 
door. 


» 


aie ete eee 
p ia 
> Ta 
- \ 
7 | i 
ait a — —o 4 
®& Go out on the next & When you can, Pull ct 
“. ledge, face North and do 5 ban up and head | Bese wc 
a Running Jump and a Grab through the short « the R Sight t 
to the ledge across the way. above. After Climbing up on q iaotage ry toned boon igh - 
Shimmy to the left. a single block, you will find a distance ( and a bad guy — should 
small hole in the North wall. he ar): 


®& Now, drop back 


down to the rr Seite . sete g Ihara up and Grab 
up the right (ee ‘Ow pais 
ground and get on (set of stairs and 5 thej yo get off * the ladder, then 
your bike. Drive West hit the Nitrous, while of the bike and head Climb up into the 
around the corner and staying to the left to toward the East wall. opening. Run down the 
you will find two sets get through the corridor to exit the 
of stairs. narrow opening after Trenches. 
the stairs, to make the 
jump. 


STREET BAZAAR 


“ation ew 
4 Drop down off of the ) Now, head to the table 
ladder to the street _ When you regain control, grab 
below. Walk up to the man 


next to the West wall 
the Mine Detonator Body that and pick-up the Handle, = 
on the ground and a cut he drops. 
scene will play. c 


| Then, 
car and pick up the Car- 
Jack Body. 


j Walk to the South wall and 
Push the red button. This will 
open the door next to it. 


| Turn to the South wall 
and Jump and Grab the 
crawl space above and head 
on in. 


After dropping into this 

next room, Climb to the 

top level of the South wall 

and go to your Inventory. 

Combine the Car-Jack Body 

with the Handle to create 
the Car-Jack. 


pe RS. _ 


ceiling gate. Climb out to the 
roof above. 


] Obviously, you 
can't miss the bolt 

of lighting that is 
striking what looks to 
be some sort of car-lift 
(you probably can't 

miss the locust that 
attack you either). 


You need to go 
' behind the 
lightning (preferably 
when it is not striking 
the lift) and Push and 
Pull the box that is 
behind it out of the 
way. 


| Then, Pull and 

- Push the machine 
with the wood basket 
on top of it (next to 
the box you just 
moved) on top of the 
lightning lift. 


ater 


Now, head through the 

corridor and climb the 
ladder. (You might want to 
Climb into the crawl space 
next to it before you do — it 
contains a Large Medipack.) 
When you reach the top, go 
to the edge and Jump and 
Grab the ceiling. Grapple to 
the right and drop at the 

end, 


Use the Car-jack inthis ~~ 
| spot to open up the 


A cut scene will 
play showing the 
lightning striking a 
bridge that is just 
around the corner, to 
the left. 


Shimmy all the way 
around a couple of 


comers, to the left, until you 
Grab to the ladder across can safely drop on the roof 
from the end of the bridge. hedge. 


Head East down the 


 eorvidor, into the next - rae a clied . 
room. Turn right at the first | Find the headless soldier tire 
intersection and head down | the ramp on the West side in 

(a ramped wood floor to a. / this area and obtain the Mine 
room with a number of Position Data. a 
crates in it. 


Now, Climb into the hole next 
to the ladder and drop down 
the series of ramps to the bottom. 


| Now, go to your 
Inventory and Combine 
the Mine Position Data with | 
| the Mine Detonator Body to | 
| create the Mine Detonator. | 


ens ” Head to the . Take the next left | 
ominous music will cue. | okie efisies .% (underneath the 
That ye year ear of the room and lure | | beams of light) to 
an Egyptian bull on “the bull into knocking _—_—sHere, turn left, kill the | _ leave the Street Bazaar — 
loose. the crates around in bad guy and head | i 
| this area to reveal a down the path. = 
| secret passageway. ae —. 
. i - . 
- os - - 
- a rs - = c etry 
- - = ”~ a . ~~ 


h the 


; eg ee You will arrive at a 
Corridor, then turn right 4 From here, follow the street to: second set of stairs 
and head up the first set of © the left, left again, right and. (they are an orange color). 
Stairs you come to. right again. ss 


Climb the short block 


a : that is half-buried in | & Climb 'the ladder in : | : 
mm 2 Take the sides up, then, ¢| — ai bad pen nian i Seon ine sare —“ 
‘end of xt return to Street 
at the the ne: and Grab the upper ledge of Bazaar area. 
the East wall behind the on 
block. 


At the end of the Head North to the end 


, of this area. At the end, 
button, This time around, Phe My mdecaen'g certens tice turn to the left to find a red 
‘head through the East door. areaand take care of the bad sign with skulls and 
guy that attacks. crossbones on it. Head 
—— toward the sign and you will 
-_ » leave this area. 


8 You will find dpe = ae 
“standing in front of a. Use the Mine Detonator 


x shen and push the red 


number of red skull and *% to clear out this field... to ema Soon deat 
crossbones signs. They are wall in this area. : 
protecting a mine field, 


« ‘S 
a. : ae 
7 tend through the dor a ffs itt aero se | 
Hameln bee tessimatighs tan doer } es Sql 
that you justopemed. - ] item * . 
SBACKTONTADEDGATE 
—_— 
Ti - 


a 
st, Dvive around to the left, 
making sure you hit the | 


, Drive fanuiead and Use Nitrous Nitrous as you explode past . 
a bn vlear the mime fiebd. the beast. Eventually, you 4 j 
will reach Sergeant Azziz, X = 
Watch the story unfold with . — 7 
the cut scene and prepare y ~ 
yourself for the Citadel. . | peeps 
4 —k i ee I 


Aileht nie. 


; Y 
an vA 
| 

» Move forward and a cut 

~~ scene will play iin which 
Lara saves Jean-Pierre and 
Von Croy finds the ancient 
ceremonial tablet buried 

under the Citadel. 


i 
» Then, in a cove on the 


-+ - West side of this same 
room is a torch. Pick it up 


and light it with the lit torch 
on the wall nearby. 

pe 

_ J f = 


se 


| 


When you regain control of 
» Lara, head South into the next 
room. Continue South, then up the 
stairs in the Southeast corner. 


2 Now, return downstairs 

~~ to the room where the 
stairs originate from and 

Jump up and set the rope 

that extends over this room 
on fire. 


Neate ne 
_ Hop off of the 
- 1 backside of the 


) Walk through this 
» area for a short 
time and you will be 
given a cut scene of a 
bad guy running 
around. 


| aes omen 


= Now, Jump onto 
-- > the ledge te your 
Jef, then to the one 
above the stairs to the 
left. 


ledge and Grab it. 
Then, Shimmy to the 
left, then drop and 
Grab the next ledge 
below. (If you miss, 
you will land in the 
water below and can 
Swim back to the 
previous room. Climb 
back up to this ledge 


and try again). 


~ You will find a lever at 
>= the end of the corridor. 
Push it to open the big doors 
downstairs (there is some 
ammo behind it). 


> Go back to the room 
- + with the big wooden 
doors that you opened 
when you pushed the lever. 
You will find that a section 
of the floor has collapsed 
next fo the doors. Drop 
down and walk into the 

chamber below. 


_» Shimmy to the 

** right and around 
this ledge, until you 
can‘t anymore. Then, 
drop and Grab the next 
ledge below. 


: —— ee 

amen _ ef ~s e 
; Ft z . ae . 
7 5 aE? 

— - — 
- _— a - 
t 1S , q 
. Se 


ny) . f Mp. 


Boa a [_ 


Now, Shimmy to the Drop down the other . f 
A right, around two A side of the crawlspace, i — for merle pho you 
corners, until you can Crawl into the water, Walk through Be (ahead oes Saath ttre — 
up into the alcove. the water to the Northeast sya pace, fs) ROP OMEN 
corner of this tight area and angled platform. Immesiintely 
jump up and Crawl into the perform a Reverse jump, followed 
next crawlspace. by a Standing Jump and ending in 


you Grabbing the ledge on the 

North wall of this area. (Again, if 

you miss... It's through the water 
and back to that first ledge!) 


on thai 
a 
ie i 
= B- j arr 
x A 
= pry 
Az s 
on = ny 
Shimmy to the left, until \- 
he you reach a spot where caer caer " Be are 

you can stand (there is a > Head up the stairs, taking care Now, Grab then drop 
Small Medipack here). Now, ~~ of the bad guy along the way. h from the hole next to 
turn around and do a Then, head up the ramp that the lever. Head North. You 
Running Jump and a Grab to follows. There is a bad guy at the will go down two flights of 
the South ledge — there will top and a lever. Push the lever and stairs before getting a cut 
be stairs to your left when take care of the bad guy that scene showing a large, 

you land. appears once you do, cathedral-like room. 

i - 
£ Se . hina aes 
(oe ™) d 
- Vy) # 
™ 
—_te 
- - ~ ~ °C al, 
=| *) Wy9e look cosy a ne * 
3 their tops, you will find he 
i as _ ] that they each have a one- Wi id 
ie letter abbreviation for the a teas rack as 
You will find four ornate cardinal direction that they one to its aj J ‘opriate spot 
tables in the center area need to be Pushed/Pulled to ae i 


of this room. on the floor, 


in this room (North, South, 
East, and West). 


Once you successfully 
» solve this puzzle, the 
doors on the West side of the 
room will open, Head 
through them. 


toe. — 

Return to the water 

area that you first 
dropped into and head 
through the opening in the 
North wall. (To get some air, 
make sure you pop into the 
hole where you dropped into 
this main underwater room 
before you head through the 
North opening.) 


You will go down some 
ramps and end up in a 
room with a lever and two 
bad guys that open fire. Take 
them out, then Push the 
lever. 


ae 
Go through the conte, Climb 
/~ the step and drop down the 
hole into the water below. Head 
through the underwater opening in 
the South wall. 


, 


i| 2 
na Ls § | 


h in ae 


Rca re 
“. Now, swim through this 
/+* underwater corridor 
and you will come to a room 
where you can climb out of 
the water — do so and head 
through the opening in the 
South wail. 


“a The lever opens up a hatch in a 


~ pipe back in the main 


underwater area. Head North from 
the compass puzzle room and back 


into the water. 


nes. eS 

a» Swim down and around 
this underwater 

until you come to a switch 
on the ceiling of the room 
that the corridor dead-ends 
in. This switch closes a hatch 
somewhere else. 


bt pr up the ramp and 
= you will find yourself 
back in the room where you 
solved the table/compass 
puzzle, Find the opening in 
the East wall and head 
through it. 


Back in the main water 
= area; Climb up to the 
corridor opening in the West 

wall. 


ce 


im 
Head down the corridor 
and there will be 
another lever to Push. This 
one opens a hatch mext to 
the pipe on the floor of the 
main underwater room. 


At the end of this short 
corridor, Jump hg Grab 
aa Craw! though the 
Peace East 
wall. 


Wait toe the skeletons 
to get near you (stand 
facing the wood), then 
Reverse Jump away at the 
last second and easy will cut 
through the 


A 


Now, return to that 

room and Swim through 
the opening in the North 
wall. Some of the water will 
have been drained in this 
area (caused by the hatches 
you opened). You can now 
Run down the corridor and 
Pull the rope at the end (it 
opens 2 door in this room). 


When you hang and drop back 
over the other side of this 


crawlspace, you will be attacked by 


two Crusader skeletons. 


ORM SETS 
Escape from the 
Crusaders by Climbing 
up to the next area that the 
wood was keeping you from. 


tS ere. eae SESE 


\ I 


After pulling the rope, Climb 
out, take care of any bad guy 
you might run into, then head 
through the now-open door in the 
East wall. 


® You can’t kill them and 
you actually need their 
help. Run up the wood 
planks ia this area until your 
path is blocked by wood. 


Head North in this next : 
area, right ae the 
middle between the 
rows of fit torches. Pye cut 
scene will play in which Lara 
encounters Von Croy, then 
snags the Amulet, trapping : 
him behind a door. 
Congratulations, you have 
just completed Area V! It’s on 
to the Sphinx Complex. * 


ee A oh wows Al oh 4. 


\ onl 
a ws 


UL There's eects thts to 
J)* handle before we head os Se. 

_ Slide down the small slope at 
£* the bottom-right corner of the 
hole to the safety of this small 

platform. 


\. From here, it’s best to . Seale : 1 door 

; | = \) Th ed, gar 
sta ae a baci Running " . Dis locked from the inside 
Jump to the next... ..then a diagonal Running jump and we can't get up on the 


* and a Grab to this small, Sphinx’s hind leg, so our only 
ramped ledge here. It’s not so steep choice is to cross the next 
that Lara can't pull herself up. . 


— 


ire Srab the Large />* the gap and kick 


| That music playing in that door. It looks 


means there are some moving on and then do tiie we're in a storage 
another diagonal Broom of sorts. eae | 
Running Jump to the wages aes 
‘platform across the - 
way. ® : 


Hey, that’s your blood! 


K © Did we give the thug in 
eC are fe the corner reniedecked a 
Shoot the grate then pea deere * ow We 
~ ’* Crawl on in. When you don’ ink so. Give him 

side pt de Jari Dameron reach the grate at the other some return fire, He drops | 
rather large shelf against the side, stop, pull out your | some Normal Shotgun 
right. Push/Pull it out of the Pistols, shoot and exit. Ammo. a 
way to reveal a small grate in EE , — { 
the wall, f Y J - a J<-h 4 = | 


i j | a | 


“A it turns out he was 

£* guarding a switch. 

Throw it and the doorway 
two more 


shoot the three crates 
scattered 


about the room. 


{ em “ea. 
ee = — 

VW, Pullit as far as you can | 

* then Push it against the | 


wall (and the open grate) 
from the other side. Now for 


make it safely to the other 
side. Jump up and out and 


Dekel eek 
| keep moving. 


SU. One of the two in the back 
+ reveals a Metal Blade. Hmm, 
wonder what this is for? 


V OK, let's head back 
£* outside. We're back by 9 
the Sphinx’s hind leg. A little | 
backtracking is in order. To 
/ once again cross the gap on 
the left, you need to Walk 
the 


i The large, muddy path curves 
<* around the front of the Sphinx 
and the camera will adjust to give 


us a view of some kind of 


tombstone/marker between its legs. 


Let's check it out. 


‘| Our job in this room is © 
¥ O* not quite finished yet. tt 
looks like there might be 
something underneath the 
large shelf to the right at the 
back of the wall. We're going 
to need to move the left 
shelf first. 


; ps and 
£* you're out, Now it’s time 
> to adventure around to the 
' front of the Sphinx. The next 
gap is fairly easy. Hop/Slide 
down to the ledge in the left- 


“After a short cinema, 
/"* leave the tombstone 
and head around the right 
leg — yet another gap to. 5 
cross. Do a standing Hop 
down to the ledge at the e 
right-corner, then a Running 
Jump to the next straight 


across. 


Widespread Shotgun 
resting at the end of the leg. 


7 There's quite a bit of 
puzzle solving to do 
underneath the Sphinx, so 
let's not waste any time. Pull | 
out your Pistols and take 
care of the pesky bats flying 
around your head. 


where one of the 


Handle resting on the 
ground 


Vi This soft, muddy patch in front 
~=* of the marker looks like the 
ape place to start as sae: Hit 

the Action Button and Lara will use 
| the Shovel, Is there no end to her 


talents? 


7 Sister som baa rennik 
—) the first gate, it will — 
slam shut behind you, That's 
OK, we'll find another way 
out. Ahead in this huge, 
cavernous room are what 
look to be two breathing bull 
statues and three stone | 
tablets set in the wall behind 
them. 


_ 


Now, where could we use a 
‘~* shovel? We know! How about at 


‘\, Drop down into the 
7° freshly dag hole and 


you'll find we've uncovered a 
secret entrance leading 


underneath the pane ae Light 


a Flare to allay the dai 
down. 


and head on 


) To the right and left of ’ 
«| Lara are open gates 
with switches on the walls 
outside. We're goingtobe ff ° 
using these in just a few 
seconds. 


camel . ° J. Run inside and then 
The bull will give chase, so hit = execute another Roll 


the Sprint Button and take aim Turn so you can see the bull 
for either gate. following you inside (use the 


Look Button to get a good 
angle). 


j you're not, lure — 


As soon as you're out of back in and try again. 


the gate make a left or 


| When you have suce 
As soon as you see the right (depending on which trapped the first, head back 
bull come into the afoul ehosey ancl qutealy over and repeat the process ) 


room 
gateway, jump over it and madlyatn the secre with the next and the other 
the wall. if you're quick ; 
head back outside. These ; ght, the bull will be room. 
deadly, and all it takes is one 1 cau aha! 


charge square in the middle 
to end your life. 


setul Flares examine the Scrap 
room, let's first take a Poeelthee4 rasan a” of Paper in your 
left Into the West hall Paper underneath the inventory screen and 
J of the room and check torch right next to you'll notice a set of 
out what this dead him: Grab it. hieroglyphics 
adventurer has left translated Inte the he hieroglyphics: 
| nnd. 22 alphabet. Bet this will "Q", "A" (left, =n 
come in handy. right). 


There is only one right 

sequence which will 
open the gate to the Gate 
Room. Any other 
combination will open a gate 
to the Trap Room. Trust me, 
we don't want to go in there. 
The correct sequence is “A, 
“1, “Q" (right, left, middle). 


SR 
J Don’t move too far 

<1 when you get to the 
other side — there's another 
pit partially hidden by the 
slope of the path. First take 
out the nocturnals nipping 
at your face, then Walk as far 
forward as you can against 
the left wall. A Standing 
Jump from the edge will get 
you across. 


Each of the four holes 

has a different set. They 
are as follows: The red hole 
reads "A", "OQ", “W", 


the middle 
(West) gate in the West 
hall. Head on through. 


“s Ps = AO sie 
) This room has a set of four 
niches set into the West and 


East walls, Above each niche are 


glowing, colored holes. 


|] The green hole reads 
i ea ey on 


AO TEA a z 
Be very careful when you enter 
into any of these gated rooms. 
Each one has fatal, hard-to-see pits 
set in the floor, To traverse this one, 
Walk to the right edge then execute 
a Standing Jump across to the safety 
of the other side. 


_ oo = 

if you're wonderi: 
: what's set inside those 
holes, so are we. Select the 
Binoculars from your 
inventory and use the L2 
Button along with the Action 
Button for the light function 
to reveal some hieroglyphs. 


Each of these combinations will 
open up one of four rooms back combination. Enter “K", “Q", 
out in the main hall. These rooms  “t" (right, middle, left), and 
contain the corresponding Keys the right baneeg hh: gate opens 
which open the exit to this level. up in the West hall. 

Head back out and over the and 
we'll see you at the stone tablets. 


And the violet iil 
"2", “ ‘AN, bad (il, 


Hop out of the pit, 


take 
onto the raised ige againet ee) <4 care of the bats and get 
the right wall. Fromm here, DO) ready to venture for our first 


Walk straight to the edge key. This dead end has three th t (South) first. 
and then do a Running Jump crawlspaces located in the It's Nm gi anys these 


to the platform across che! South, East and North walls. cramped passages and there 
way. . ‘ are many collapsing. Stes 
platforms with deadly 
ET waiting below. It's best to 
| use your Flares here if you 
have them. 


S 


Throwing the : 


At the top, take a 


the ramp. 4 | switch will open 
Jeft (East) and 
eft (East) once inside. f follow the pathway cntrance ofthis room. 
; oF into a small roam with ' sabia 
@ switch. ——— 
a << 


Head back out the way 
you came and then 
across the room and into the 

Northern crawlspace. 


This path is a dead end, 

but pays off with the 
Red "Stone of Maat” Key in 
return. Grab it and head 
back out the way you came, 


Now that wee 
exploited this room, 
head back over the pit and 


return to the stone tablets. 


At the first junction, 
take a left (West). 


- CI EE A Ss ts 

The last and middle (East) 
crawispace holds a secret. Duck 
in and take your first right (South). 


Next peer, in “Q", “1", 
“A” (middle, left, right) 
_ which opens up the left 
(South) gate in the West 
room. 


- caw , : 
Continue forward, are the 
path to the right, and make 


your next left (South). 


y This path leads toa 
4 collapsing tile, but there 
are no spikes to impale you 
below. Instead, you're 
rewarded with a small room 
which is home to a Grenade 


A eat more bats inal 

another pit await. You 
know what to do. When you 
get to the other side, equip a 
stronger weapon, such as 
your Grenade Gun. There are 
four alligators lounging in 
the pool around the corner, 


switches — two on the South 
wall and two on the North. You can 
activate them in any order and the 
result will be the opening of the 
grate. Go to it. 
simple puzzle. Here's the 
deal: the Green Key is set 
ind in the middle 

of the room and is protected 
by a locked grate. 


| Head up the path 
ee, « and over the pit 
: J hy J re youll find yourself 
nm a small room with 
4 back can be tablets, enter “f”, | three sets of three wall 
= 3 traversed by doing a “Q”, "A" (left, middle, | switches adorning the 
...then pull the Running jump anda | right). This opens the North, East and South 
switch against Grab from the edge middle (East) door in walls. : 
West wall. This opens along the right wall. the East room, 
the gate back at the = 


oo _ s 


pit on the way 


ce 


vw tre not toretad ane _—n - 
} Myon ~ 2) (ai setan she patie 
7 the entrance. 


7 the process with 
— the third switch on the 
right against the East Wall 
and you'll be rewarded with 
the Blue “Stone of Re” Key. 
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aad 


I ra 
rar) 


we ER MEE . 

The last set of switches rede pcer di Enter 

produce nothing but “Q", "A", “4” (middle, right, i Se 
beetles and, uniess you fike left). This opens the right To traverse the pit, execute a 
rape oe Se mee on (South) door in the East Standing jump along the right 
you pass them up. Head back allt yo ale mt 
over the pit and out to the 

stone tablets instead. 


A _ 1 gee 4 ‘a? : = TaOE — 
hy - arn’ eerie aie - ) First dive down to the 
from here, drop down é 7 
backwards pec fer the This next room has a hole filled Palm ecerebons Lea 
You have three choices: East, 
ledge, Now just Shimmy with water inside it. Hop in, North or South. Head South. 
across and around wntil you light a Flare and take a deep breath, 
reach the safety of the next because we have some serious 
swimming to do. 


Follow the path ae ica 
you —_ i junction, you can choice/junction to | around and up (past 
7 either go up or South. the right and continue the hieroglyph) and 
We need to go South. going South. you'll find yourself in 
—— the first of many 
switch rooms. 


Follow the path and 
opoubcethewater, continue swimming 
pull the switch and get North at the first 

back in. We are goingto - junction/path. 
head back to the entrance to eS 


get our bearings. 


: : 7. Take the South as at 
j ..aind up at the fourth. This the first pengsionas 
puts us back at the entrance. 


Grab a gulp of air and prepare to 
head back down for the second 
switch. 


2 ] Head up at the ' Head East at the 
eo third junction and 
Follow this path you'll find yourself In first junction/ 
Siaeron iv theen choice, 
the second switch 
take the West path at room. Throw the 
the next. switch, jump in and get 
ready to do it all again. 


1 and South at the 

uz second. Follow this path 
around and down for a 
while, 


7] Now for the third a 
area? You should be floating 4 switch, Head East at the : : 
and breathing fresh air at first junction... 


SS ee 


— . / s+ Take care of 
i awe, Head up at the business and, once 


at the next. last junction (next again. je ae ste ig 
to the hieroglyph) and entranceatll 
Lara will be in the third a 
switch room. a 


— Tal 
Believe it or not, there's 
two more to go. Get 
some air and head back 
down. Go North at the first 
junction. 


This passage leads 
and int th ro rth 
into the fou 
switch room. Jump out Back in the water 


and head down at the 
and pull that sucker! first junction... 


. - —. # 

This is the last time, we 
promise. Head down 
and take the East path at the 

first junction. 


Head up at the next and 
! follow this passage up 

and past the hieroglyph into. 
_ the final switch room. 


Pull the switch to open 
the gate to the entrance 
of this room, then grab the 


Violet, "Stone of Atum” Key. 


Yay! 


Jump back into the pool 
and head West at the 
first junction... 


across the pit the 
way you came and 
back into the stone 
tablet room. - 


floor has given way, 
creating a chasm. Jump up 
and Grab the ceiling, then 
Grapple across to the other 
side. 


Now that we have 
all four keys, it's 
time to head back to 
the Gate Room. It’s 
h the middle 
(West) gate in the 
West room. 


Stop 


§) ..and up and out to the 
entrance at the third. 
Congratulations! Now might 
be a good time to save your 
game. 


Traverse across 


G the two pits and 


) start inserting the Keys 
‘inte their 
corresponding niches.. 
> Hitting the Action 
Button at each niche 
will automatically 
insert the correct Key. 


SRE 


heading 


through the next gate. + > 
~~ __ This room holds four Holy ae 
Scriptures that are resting Here's what we need to 
inside alcoves against the do: Make a dash for the 
West and East walls, as well first Holy Scripture in the left 
as rotating, razor sharp alcove. 
spikes the come jutting out 


of the ceiling once you enter 


5 
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As soon as you've picked 

it up, execute a Hop 
backwards then do a 
Standing jump to the right. 
This will position Lara 
directly in front of the next 
Scripture. 


j We're not pe out of the 
woods yet. This small, 
unassuming room Is hiding a bunch 
. of buried blade traps. They won't 
hurt you if you Walk slowly through 
them, so hold down the R1 Button 
and Walk straight across to the exit. 


, tt looks tike v we're stilt 

“ underground. Head up 
the slope and to the left 
(East) and start climbing up 
the small platforms. 


ceiling with a jutting handle. 


> <a = 
Grab it, do a quick Roll 
Turn, then repeat the . 
Process with the other two. 
When you've gotten all four, 
head out the newly-opened 
North gate. 


One more chasm to 

Grapple across and a 
few bats to shoot and it's 
upwards and onwards to the 
next level. 


ie l« 5 Kale ses aiegs ies 
.., At the top, you'll — a climb out of the hole, 
~ small trapdoor in the there's a giant scorpion 
heading your way. Use that 
Grenade Gun or your 
Revolver pronto! If he bites 
and poisons you, take a Small 
Medipack to administer the 
cure. 


Turn around so you're facing 

North and Jump up and Grab 

the handle, opening the 
door. Climb on up. 


4 2 = ¥ - 


td 
wz! 


‘age = 


vs J oh q. 
- ws 


ee el ok 4 = | o cas 


._~ f <x», We need to head to the 
PA right (North) at the 
em More than likely, when ; intersection and jump across 
you kilt it, its brother . : ~ the ravine at the end. To do 
will be waiting somewhere : : this, Walk forward to the lip 
right behind it (it might be em. There's a Large Medipack in the on the left side. Aim Lara 
around the corner attacking cul de sac straight ahead (West) diagonally toward the left 
a guard). Make sure you keep and some Revolver Ammo the poor edge of the ravine and - 
your weapon equipped... left behind in the cul de sac to execute a Running Jump 
the left (South). across to the other side. 


ill 


hall ination : — saan Heading left (West) wi 
a hen |= Check out the huge bee RE Oe i 
scorpions) “ doa Pantie pyramid, cool! Don’t right (East) and take care of 
Jump across the first ravine pane ot a the huge desert bug that —~ 
you come to on your left : = rpion your comes flying at you. 
(North). eee "els 


» = = , we ~~ 


= 


we» Next, pull Lara up 


“A 


and, as she starts «am Save your game, ‘ 

pa owe et PR sia down te sop deal with fhe am de, You fod 
First face Lara South ‘ / hit the Jump Button se fying hag ane equip atten a guard. One 
and execute a Running she leaps to the safe nae of two thin = can. 

Jump and a Grab onto sand across the way. pelea pore Been happen: 1) it u're 

this platform that is Be how ust jumpioverite peerless: rag Cention l= or are 

loped downward on theifeft (Est) and | ~ haga loppy sh othe 

i we're on secure building. aSopny oe 

| the other side. — guard will die, leaving. 

ground. you to deal withthe =~ 


scorpion. ' 


| ur a ’ : _ 
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.. im death, he leaves 
behind The Guard Keys. 
Pick ‘em up. 


,, Search the four corners 

~ of the room for a couple 
of Small Medipacks and some 
Shotgun Ammo then, with 


ee, Or 2 You can run in and 
~ get close to the 
scorpion. Make sure you are 
aiming at it and not the 
guard and let loose with a 
flurry of bullets. 


“>, Outside, the ravine to the right 
~~ (East) is much too large to get 


newfound Keys in hand, head . r 
back outside. across. So, we're going to have to 
take our chances with finding 
another route back where we came 
from. 


_, Have Lara Shiramy hand- a 
over-hand to the left ccinenaieeain 

(West) and then around the ee. We are now back on nthe 

corner and across the ravine, ~ other side of the ravine 

Don’t drop down until she and at the base of the 

can't go any further: pyramid, From where you 
dropped off the ravine ledge, 
there should be a small block 
jutting from the sand. 


ems Mf you're quick enough, the 


scorpion dies but the quard 
Sutvives, Watch the nice cut-scene 
where the guard gives you The 
Guard Keys and then check your 
inventory. You should also have the 
Armoury Key — bonus! 


<=. To get back across the 
ravine to the left 
(West), jump and grab hold 
of this uneven ledge to the 
tight (North) of the ravine. 


.. You can walk onto this 
~ and then diagonally 
(Northwest) up onto the 
next. | 


<< a) > 


a 


4. 4 Sam 8 


—, SSeS 


a». You should be oma walkable 


amy Cllend tp the one 30 286 


right North), then of th id that lasts rant 
= te & pee tee ene S at » Make sure you kill the bug 
up to the next. Walk Wert to the end of these ital acdc 


oe, It looks like the 
Guarels Keys will 
blocks 

Jone block to the right pyramid. Walk as far as 


you can to the right, 
leer a Hop backwards and do 


y aRunning jumpinto | 
+ the opening. 


' 


| “ 
| 


{ This next room has a set 
Bread of stairs leading down 
to the inner-reaches of the 
pyramid. Before we head 
razoi down and after taking care one shoot bas or the on it 
w rsharp, but they are of the bats, take a moment J 
al pat aie weals fox thremite to face South and look up. 
byrand runt past each: There's a Star carved into the 
ceiling up above. 


; —= 
inside, you'll find a hole 


ee: 4 i] 
leading deeper into the St ee -<* 
pyramid. This trapdoor 8 Rs ae ciese eal A rte 
© with a rope hanging over 


middle of it. If you look closely, you 
will be able to see the spike holes in 


the pit. We don’t want to fall in 
there. Use the rope and Swing 
across to the other side. 


Another spike-filled pit and two 


. a ~ - t. 
j ropes to Swing from this time, () Head up the titi 
F You should know the drill by mow. . ' slope 
' the furnbering baddies and “a by nov | Pestana apt a 


; At the top of the 


4 ; = 
{2 next path, you'll Egyptian Guard. Shoot 
Ms find the opened trap while Jumping from 


door, Climb through it. side-to-side, Avoid his 
| fire and take him out. — 


We have 


way back to the room: Hei yo iN find the 
with the stairs at the poernet passageway. 
beginning of the level, Save | Head on in and slide on | 
and we'll see you there, ] down, 


me r ATAPI ees 
4 


a5 1 Climb out and you are 
you | oo + A 4 now back outside. Take 
go any farther and then : ae ibe B out the two giant scorpions 
oe Walking through the It’s safe to stand up as soon as coming your way then nena) 
next passage. As soon as you | | they pass and continue on and South Goa the ite) Pa 
hear the clanking sound of : te Five corrider: Joese ep and gta; 
blades, hit the L2 Button to the handle on the trapdoor when 


Abend, youlace that 


On the left side of the 


we are now on the other JJ at am 
side of the large ravine by path, set in a small Push it andgom will a 
the building where the guard alcove on the side of this - aae Gen 2 it 
| 50 generously gave us his | pyramid, is a small button. on one je pyrami 


Keys. Shout a hello and then | 
head to the left (East). ) 


: Se ee 8 siaelsoatl sdiyzany up the 
Head back and over to: 1% i climbable blocks to the 
] the large ravine and aie top of the pyramid. When 
waik up onto the left = & From here, you should be able you get to the top, turn 
side of the the pyramid. . . to Climb (East) up the mext around, Hop backwards. 
7 block and then from there, doa Grab the ledge. There's a 
diagonally Standing Jump up to the climbable ladder on the West 
right (Southeast). wall leading all the way to 
the bottom of the —— 


g 
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© Follow the passage 


4 


Sere ie 


© The next pit around the 


‘. inside until you come to corner requires you to 


the pit in the floor. This one 
simply requires a Running 


Jump to get across. 


& Use the ceiling te 

“ Grapple across 
and you'll find the gate 
you opened in this new 
room. Why not save 
your game. 


Jump and Grab the ceiling, 
then Grapple across to the 
other side, 


*. you'll come to a dead end with 
a rope hanging from the ceiling. 
Pull it with alf your might and a 
gate will open somewhere else in 


© Lara 


Head around the corridor and 


© The next pit has a swinging 

/. pendulum across the middle. 
Hug the left wall and time a 
Running Jump and a Grab across so 
the pendulum is swinging the 
opposite way. 


Head back over the pit 
and the pendulum and 
then turn to face the 
passageway to the right 
(South). 


underneath the 


Head through the 
gate and Lara will 


Up ahead is a 
darkened spike pit. 
Wait until the last 
possible second and 
jump over the pit. 


ke 


+ the other side and 


"continue sliding. You 


can either try and Jump 
and Grab onto the 
ledge of the hole ahead 
before falling in, or you 
can just fall through 
and take a little 


damage. It’s up to you. 


Sphinx. This is where 
we entered from the 
hole we dug eartier. 

Our two bull buddies 
should still be resting 
nicely in their cages 
below. There's no need 
to go down there - 
again, so let's head up _ 
(South) and out of the 


area. 


We're only going to be 
™ here for just a short 
moment, Pull Lara out of the 


» ..and then ido a Running 
©* Jump straight (West) 
across the ravine onto the 
ledge across the way. 


Head around the | We don’t have the 


first. You might want front of the truck keys to the door 
. to keep your guns | in this area and you'll here, so head back left (East) as soon as 
drawn, there are packs stumble on a couple of South and turn down. you turn down the q 
of wild dogs roaming gas pumps. Between the first pathway to path. This one you can 
around here. them is a Jerrycan. Pick the East. open. eee | 
ae Rup, Shenae be wef = 


[SSeS CS 


| Inside, you'll find some 
) Revolver Ammo and a 
trapdoor in the floor. Grab 
the goods then use your 
amazing strength to fling it 
open. Drop down, 


if you look closely (use 
the Binoculars), you will 
see that each of the Lions 
have a gem inside their 
mouths. 


You can either choose to 

ignore the mummies 
and work around them, or 
send them on their way to 
the afterlife with a few 
Grenades. It’s up to you. 
Whatever you do, make sure 
you enter through the door 
and grab the empty, Small 
Waterskin on the floor. 


Follow the irene 
corridor around (watch 
out for the dogs down here) 
until you reach the first 
intersection. When you get 
to it, take the left (East) 
route. 


Use your sight to shoot the 
gems in each of them. 


~ AO SHED 

Leave the lion room the 

way you came (grabbing 
the Crossbow Ammo by the 
door beforehand) and head 
back to the intersection, 
Head left (South) when you 
get there, 


~ 


At the ak of the odor you'll 
| come to a small, torch-lit room 
with three lion-heads mounted on 
the walls. To solve this small puzzle, 
we're going to need to use Lara's 
Revolver with the Lasersight. 


| The result is that their 

| mouths will close and a 
doer will open on the North 
wall. It looks like there are a 
few mummies dying to meet 
you on the other side. 


j crs the Susthior, a.) 
and around until it dead 
ends, then hoist Lara up and 
out of the hole above. We 
should now be back outside. 


ke 
cy 


oe eee tees’, ] Acculab touts aint 
If there’s one thing Lara doesn't dog are waiting inside. 
like to be told, it's where she Once you've taken care of 
can't go. This boarded up entrance business, open the 
is pas eeatcli Yak ee Stutoeie ory ‘on the floor and down. 
other weapon for that matter). ‘ 
Blast it to pieces and head on in. 


the end of the mummies aad a sovely T 
corridor, youl eee oe ’ | Bag of Sand await. right (North) and 
another _ : follow the corridor to 


3 ¥E Outside, youl be faced 
The path dead ends sneer canines 
WS ticndeve ts the left pail 
around te coco: Filt po wall, face North and do 


diagonal Running, howe, 


across the way. While this 


across to the smail ledge in path might look like a dead 
the Northwest corner. end from your vantage | 
point, there's a room tucked 


away to the right (East). 


Lie kia. = % 
- 7 “a 


B9. 


t 
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Tr ae 7 
Kill the scorpions, throw 
the trapdoor and head 
on down. Follow the corridor 
around to the first 
intersection and turn right 
(West). 


While you've got your 


Revolver out, repeat the | 


process of shooting the gems 
in their mouths, When the 
deed is done, pick up the 
Torch and head through the 
opened door. 


‘ 


| Now head back around 
| to the front of the scales 
and position Lara in front of 
the far-left one (make sure 
you are standing on the 
platform the scales are on). 
tts symbol is three wavy lines 
(representing water). 


Follow the corridor 
around until you reach a 
dead end with an un-lit Torch 
on the ground — what, no 
lion room? Pick up the Torch 
and head back to the 
intersection. 


IRAN BE 
This next roomy houses some 


bats and what looks to be three 


scales with plates on top of them 
and symbols on their fronts. 


| Use the water-filled 
Small Waterskin and 
_ Lara will pour the water into 
the plate on top of the scale. 


~ 
Back at the intersection with 
Torch in hand, head straight 
(East). Eventually, you'll come to 
another lion head room! This one is 
full of enemies. Drop your Torch and 
Fill ‘erm full of lead. 


ee 
Behind the scales is a 
small pool of water. 
Walk into the pool and use 
your Small Waterskin to fill it 
full of water. 


Go to the far-right scale. 

Its symbol is a pyramid 
(representing sand). We 
shouldn't have to tell you 
what goes here, but just in 
case, ust the Bag of Sand. 


; Now take it back to the 
ie EZ ” middle scale and hit the 


, sselinaes Action button again to light 
The three plates should now be the plate on fire. The end 


result; a door opens up on 
the left (West) wall. 
Head on in. 


Head back into the scale 
room and a door in the 


heads on the walls. Did you 
think we were done with the 
lions’ heads? 


| Don't head left, 
but continue 

(East) up the straight (West) and 
kill the 


Lara will come to a 
} inside and follow the dead end with an 
intersection. - peeidoaibern Chote 
out. ' 
ee —_—— _ “ 
¢ = Loebkietens- RI ek dt nte« _ 


! a we 7 a 


om — 
Now, it's a diagonal 
Running Jump Northeast 

to the pathway on the left... 


Ds x gine = 

Follow the corridor until 

you get to the 
intersection. Ignore the left 
path and keep on heading 
forward (East). The path will 
dead end around the corner. 
As usual, pull Lara out of the 
hole. 


As usual, follow the 

corridor around until 
the first intersection. Here, 
you'll want to make a left 
(East). 


ies 


then a death-defying 

Running Jump and a 
Grab to the pathway across 
the ravine to the South. 


3 ea = 
A dog and a barrier block your 
h e. Use extreme prejudice 
to “move” them from your path. 


Aroom with lions’ 
heads, how novel. Please 
| don’t tell me you don’t know 


a aa 
There's another doorway to the 
right. Bust it open, head on in 
and fling open the next trapdoor. 
After you, my friend. 


Head straight out of this 
area and into the door 
across the way. These 
trapdoors are almost as 
commonplace as lions’ heads 
around here. Open it up and 
drop on down. 


Head through the now- 
opened door (because 
you shot all the gems from 
the lions’ mouths, right?) 
and you'll be in a room with 
three monkey statues in 
front of you. 


, key 
tf you choose either “hear” (far statue is ’speak” (far 


left) or “see” (middle), real © right). Throw the Crowbar in 
monkeys will appear from behind the lever seat and a nice 
the statues and attack you with a monkey will appear. Jump up 
vengeance. When you kill them, on a ledge and pull a 


they leave this world with a body- hanging switch above — thus 
a losion. door. 


Back in the monkey room, the 

4 West doorway should now be "bottom, Climb a few blocks, 
| open. Head through and, <sigh>, head up the ramp and we're 
shoot the gems in the lions’ heads. on our way to the next area. 
 peretees rea ata ar 


Pa] > Continue following the y 
] corridor until it dead 

ends, then pull Lara out. Te cross the ravine here, you'll 

Blast the barrier blocking need to do a diagonal Running 

your way out of the room Jump Southwest to the pathway on 

and take care of the baddie the other side. Turn around quickly bug in the corner. of the 

= \ tying in wait to the right. when you land and shoot the goon. room while your weapon’ 's. 


cy \———— a across the way. - still unholstered. 


EE tAid he > 


Bust open nthe oa ana 
deal with the guard who 
comes running out of it. 
Then shoot the flying sand | 


Fo. 


id 
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Throw the carmosifhasged 


trapdoor in the middle 
of the room, then drop and 
Grab the edge and lower 
Lara down the climbable 
portion of the wall hi 
drop |s too deep to fall. At 
the bottom, you'll find a 
Grenade Gun, which just 
happens to be one of the 
game's 70 secrets. Take it 

and head back up. 


heeeier and room. Inside, 

there are two nasty sand 

bugs, 4 trapdoor leading 

nowhere, an Uzi, 

Grenadegun, and Normal 

Ammo on the floor. Head in 
if you need/want it. 


Now, it’s a Running 

jump and a Grab across 
the way (West) onto this 
mildly-sloped platform. 


h Blast the 

blocking the exit to the 
room and take care of the 
Uzi-wielding bad guy right 
behind it. the doorway 
and head into the next room 
where yet another bad guy 

awaits. 


SER SS 


‘It’s time to get over to 


~~ that je pyramid, 
Head onto the small, North- 
most platform jutting out 
over the ravine and doa 
Running Jump to the other 
side. 


» walk up the ramp and 
climb up (North) the first 
block. 


R This trapdoor is, spslhi Neral, 
a trap. Don’t even bother 
opening it, the fall down is too 
great and there's nothing at the 
bottom anyway. Instead, open and 
head through the East door. 


. ok, we're going t to have 

~~ to get around and up 

the pyramid, but it won't be 

easy. First, slide down to the 

small platform to the left 
West). 


She can 1 Walle tk diagonally 
» right (Northeast) up the 
next block and then climb up 
the next (one block to the 
right and up). 


Sinsdiareatiionmnaic epee 
back a few steps, just avoiding the | Watch out for the boulder on 
huge boulder that comes bounding . tha secondone. 
dowm the side of the pyramid. 


When it's safe, 
Nears, 


F 


ee  - 


will slide off the next) 
and then do a Standing 
Jump to the next 

1 with the 


Large Medipack on kt. 
—_— 


STL, TO it RI ROS RR Tae 


Se Ee 
wa here, tacts 
Northwest and do a 

diagonal Standing Jump to 
this safe tile. 


Now attempt a Standing 


jump straight across to 
the West (where you'll have 
to deal with another sand 
bug), then Walk and Climb 
North up two more blocks. 


«then head West a few 

blocks, deal with the 
two sand bugs and climb 
North up the block at the 
end, 


“) On second shies, it’s 

~ 4 not so safe. A huge 
boulder f is coming your nwa 
Hit the Jump button while 
pressing down on the D-pad 
to Flip backwards to the 
platform where the 

Medipack was. Whew! 


Now, turn Lara to the East and 

+> do two consecutive Standing 
jumps to the safe tiles in between 
the slanted ones. Execute a 
Backwards Flip on the second one to 
avoid the next boulder. 


(approximately six 
blocks) until Lara comes to a 
stop. From here, Hop back 
and do a Running Jump 
(West) to the next blocks. 
Don't fret when Lara starts 
sliding, it’s all part of the 
master plan. 


Ok, let's try it gaa ro back 

over fo the block then execute 
another Standing Jump diagonally 
Northwest to the next two. If you 
jump from the middle of each block, 
you shouldn't have a problem. 


2 SO Ee . 
Face North and climb 
Lara up the next two 

blocks... 


> From here, execute 
another Running jump 
West to leap over the next 
two blocks. When you land, 
you'll have to deal with 
another sand bug. 


J steps with the pest Sex 
sw 


) + of blocks (diagonally 
diagonal | down, then diagonally NW 
|) Standing jump up to the next tile. up), then face the a 


(North) and climb three sets 
upwards. 


£ 


wai , as 
f it looks like we've you'll find is 


} When the coast fs clear, 


| ©) stumbled into a battle . 
| bet © head left (South) down ¥ af qeoaesieitintes 
4 Say rctaua eat wien yeds into the room dug in the side crates you can blast open * 
}) can kill them all? Go to it! of the side of the sandstone. one top stopping nel 


Shotgun, ET and 


if outside, there's a Wyo ae soasback 

\ second room just beyond #’ the gate (and a secret). _ . . 4 

the first. While you can get Blast the crates and claim | Back outside, you'll encounter 
your bounty: a Crossbow, a another giant scorpion, then 

head North until you get to a chasm. 


| This ptieaay isa dead 
end, so our only other 


a Walk shane the left-side 4 
of the chasm and doa i 
Standing Jump from the 1 career t eyes coplicennice gg to the edge of the jutting 


edge (North) to the platform pete hit 3 ie Se iees SEs ledge and execute a Running 
across the way. Jump and a Grab to the 
. platform across the way. 


$ The next block is just a 
little to the Northwest. 

_ Walk to the edge and doa 
diagonal Standing Jump to It. 


@\ (North) and doa 

Running Jump fo the next 

platform. Do NOT hold down 

the Grab button, as this will 
edge to the next block, Take throw off Lara’s timing and 
care of the sand bug here she won't reach the 
pee climb up to the platform. 


a = _ Turn right (North) and doa 
| Back across the chasm ‘Running Jump to the next 
* we go! Face West and do 
a Running Jump and a Grab 
to the hard-to-see block 
sticking out below and to 
the right of the indented 


opens upasecret | 


() This o> : 

¥ passageway on the side | |. Inside, you'll find a 

of the pyramid to the left. =" trapdoor. Fling it open 

What are you waiting for? =) and lower Lara into the hole. twisting 

Head into it. Dropping down will kill her, collapsing walls that reveal 


more passageways. 


2 


PRIMA‘’S OFFICIAL STRATEGY GUIDE. 


i omy we have to oct 
back to where we 
dropped down. Head 
straight through the first 
intersection. 


if Then take a right at the fifth. limb u up ae out and 
The final collapsing wall reveals wel be on our way. 
the exit, straight ahead. Hallelujah! Head back over to the chasm 
and do a Running jump 
; across to the platform on the 
§ ; other side. 


fl Take smother left at the 
fourth and you'll pass by 
these torches. 


' Next, face left (North) 
© anddoa Running Jump 


to the first block, then a —_ ee PF 3 - SNe 

Standing Jump up to the | Turn to the East and | To get to the next, doa 

next. Kill the bug while ' start the arduous climb / > diagonal Standing Jump 

you're here. up the pyramid. The next Northeast to the safe 
climbable block is one to the platform and then do it 
right (South) and up (East). again to the next. 


Ts 


‘Se-bar-: 


When t's af, do yet another 
the Tasty on in. We should still have 


= 


— = J 
» Once the business ' 


care pagans mi me iatoitieeispace betwoen oleae 

right (East) into the the ramps leading ndcaecatnaseieaing | 

next hallway. _- } MpwontiWkenjyomiget forward. Ti my 
in far enough, Lara will «= /U™P ue 
trigger two sliding | your jump just as the 
pillars shift pillar hits the middle 
Eek andforh pole. Repeat the 

process wit! next 

between the hallway. tone 


i . —— y 
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oS ~ Shoat the attacking 
dogs in this next room, 
then enter the large 
container from the rear. 
Inside, you'll find a Small 
Medipack and an unlit Torch. 


This triggers 

collapsing wall at the 

_, top of the ramps in the 
previous room. Head out and 
back through the pillars and 
up either ramp. 


If you look behind you, 
you'll notice a shaft of 
luminescent moonlight is 


hitting a portion of the floor. 


“@ Use the torch on the 
wall to light yours and 
then light the rest of the 
torches inside the room. 
There are a total of four that 
need to be lit. 


<@> The dramatic cme must mean 
something cool is going to 
happen. This room houses four star- 
shaped key holes and a large star 
carved into the floor. Do you think it 
has any relation to the four Shaft 
Keys we've been holding on to? 


<@ Put the other these star 

Keys into their 
respective stots and an 
explosion of light rocks the 
room and a shaft opens in 
the middle of the floor. 


<> When you've lit them all, a 

small passageway is revealed 
along the West wall. Head inside 
and you'll find Shotgun Wideshot 
Ammo in one corner and a switch in 
the other. Grab the ammo and pull 
the switch. 


<@ To find out, head on 

over to any of the four 
key holes and hit the Action 
button. Sure enough, it fits 
like a glove. 


Before we do anything 

else, flip the switch on 
the North wall and then take 
care of the baddies you 
inadvertently let in. 


> ~«@ A gate opens back at 
meen cnr hn 
sloping hall of the 
Let's go there. back 
through the sliding pillars 
and out of the ramp room. 


powerful beam of light in 
the room beyond the pillars. 


gp Uietd bite lato the tnat = = — 

hall and head down | - ome = ‘ 
(North) taking care of any aware: => 
enemies that might pop up be crossed with a, 
in front of and behind you. Running Jump... 


our we'll find ourselves 
| in the Temple of Horus. 


P9: 


posed a tunnel leading 
into the Temple of Horus. 
Head through and take a 
right (North) once inside. 


Waterskin is for you to 
notice the two water 
symbols on the wall above 
the fountain. 


em, Next, go into your 
inventory and Combine 
the Large Waterskin with the 


Small Waterskin, 


kind of savage-looking 
beast trapped behind a gate. 
Let’s hope we don’t have to 
deal with it. 


a, This is the correct amount of 
water (in liters) that needs to 
be poured onto into the vase on the 
scale at the North wall. Any other 
amount will be too heavy or light, 
triggering the gate to open back 


’ where you came in and letting out 


the beast. 


; amounts to two liters, just 
the amount needed to pour 
into the vase on the scale. 
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a=, For now, head North into the 
temple and grab the Large 


| Waterskin (it holds 5 fiters) that's 


sitting on the floor. 


aul : 
a 


wm», Let's hope you did your 

word problems in math 
class. tf a Large Waterskin 
carries five liters of water 
and a Small one carries 
three, how do you get two? 
Here's the solution: First, fill 
the Large Waterskin with the 
water from the fountain. You 
now have five liters worth of 
water. 


Head over to the vase, 

use the Large Waterskin 
in your inventory and watch 
as Lara pours the two liters 
into the vase. Did you know 
two liters of water is the 
same weight as a feather? 


sew: Tha Pusat tf the Weiter 

Ss pouring is the grate 
opens in the floor just a few 
steps from the scale. Save 
your game and drop down. 


pudition Lara ta frost of it wel jeep 
and Grab on. 


am, DO you feel deja yu? Yes, am, This one's a little tricky. 

eh Sas eae Sean oe ypsbiuraceg aligns 
ie one above, with empty any water in 

equivalent of a cuisinart. You exception of the carvings on ‘skins, then fill the 

can exact your revengeon the wall. This time, we're 

the bats when you're safely 

on the floor below. 


by using it, creating an 


J empty Small Waterskin liter Large Waterskin 
= wo tip and a two liter Small 
Waterskin. 


wi nto al hi tosh} ohf ics hr] bl —le 
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cd ed 


ing one 

liter into the Small (that's all 

it can take) and leaving four 

liters in the Large Waterskin. 

Good job! You get a smiley 
face. 


SAE a Phan: om 


. What do you know, 
-_ J 
another 


freakin’ math 
problem —- this one’s actually 
easy. This time we just 
need one liter, the carvings 
Say so. 


Se STE 


ew, Now, fill the Small 


Waterskin once again, 


leaving them both with 
three liters each. 


a - 


vem, Pour that water into the : 
scale, save your game a ~ 
and hop through the opened em, Same deal as before: hop on the 
grate. pole, slide past the blades as 
7 they retract, then blast the heck out 
of the bats when you're on solid 


ground. 


em, Next, Combine the Small 
Waterskin with the 
{ Large Waterskin, completely 
aoe . Se: emptying out the Small one 
vem, To do this, like before start with and pouring three liters into 
skins as before, then fill the Large one. 
the Small Waterskin full (3 liters). 


‘ >. ra = 
an, Head over to the scale, 
pour the water into the 
vase, and drop down into the 
hole. 


mHRLek Reed dtoh! 


light again. Stay facing 
) the light (West) and, at the 
edge of the shaft, do a 
| Standing Jump and a Grab 
onto the climbable surface. 


over to it so you can stand on 
solid ground. 


am then do a2 Running Jump 
(or a Dive if you feel so P 
off of it and to the 

raier below. Jumping from | middle until you find the one 
any other position will result area where she can lift 

in Lara hitting solid ground herself out (it's on the North 
and breaking just about side). 
every bone in her body. 


=m, From this 
jon Lara so she's 
facing North as well as 
against the left wall. 


| ae», Hmmm, this am, Let's see what 


doesn't look too kind of trouble we 
good for us. The shaft can get into next. — Well nothing ] 
of light stops in the Remember those Holy Maybe if we step into sl 
middle of the N Scriptures we grabbed the light. Bingo! . 
| from the room with vex, Ulvoh, Watch the | 
the lowering, rotating cutscene unfold 
d /egyp figure ; blades. They belong on and get ready for some 
| standing in the middle these four pedestals. ¢razy boss action. 
of it. Place them. 
Z —" 


a [a 


i. 


SS “a A y- | 


bi nrteo ir] obhf tot hJ ob foi J obl ie 
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probably shouldn't have 
done that. Now we're going 
to have to fix things once 
again. Horus is very upset 
and he's chosen you for a 
punching bag. Quickly dive 
into the water to avoid his 
barrage of fire. 


re 


ew, While we're in the 

water, we should 
probably retrieve the Amulet 
of Horus that sunk to the 
bottom in the cut-scene. 
Swim either way around the 
middle platform and you'll 
eventually 


em, At the top of the ramp, 


you'll come to an open 
doorway (it was sealed 


floor). Head inside and pull 
the switch (a doorway opens 
across the room). 


é SFP 

wm. There is only one place 
‘re immune to his 

fire, that’s inside the biue 

beam of light. It doesn’t 


ex, Stay underwater, snagging 
quick breaths here and there, 
and Swim Lara around until you 
come across this ledge in the 
Southwest corner of the room. Pull 


iS P = ae 
mx, 45 you head out, take a 
second to notice the 

other room directly North 
across the way. Either jump 
back in the water and swim 
to it, or take your chances 
and jump onto the middle 
platform and then over to it. 


NE EE 
wa», If he does hit you, there's a 
good possibility his projectiles 
might light you on fire with a bright 
blue flame. Don't sit around to stare 
at the beautiful glow, head for the 
water and douse yourself out. 


a, Out of water, don't try 

and shoot at Horus, it's 
pointiess. Instead, jump up 
to the platform and head 
East up the ramp against 
the wall. 


Same drill as before: 
a Head up the ramp, 
Horus’ fire, head 
into the now- door 
way and pull the next switch, 


land on the 
only other solid ground 
below. Now we are going to 
have to make our way up 
and around this huge cavern. 


Upon doing so, you'll & Sa 
Ls wane eer Seweg = Head Swim back over to the / 
mechani opposite ledge and ramp, run 
might not stop this monster. back up it and do a Running Jump 
East off of the edge of it. 


ee “A e : i 


. 
| 
ld 
{ 


tedge jutting out of the 

side of the cavern just 

a little ways off and 
above you, 


wm, Here, execute another 
Running jump and a 
Grab (from the right-hand 
edge) and pull Lara up to. 
this new ledge. - E 


Running Jump and 
a Grab to get up to it. 


another Running 
| Jump and a Grab to the 
/next ledge/platform 
and then Hop up to the 
next. 


wh A 


~ 


ax, Head South to the next 


edge and get a quick 
gander at that 
stalactite hanging from the 
cavern ceiling. We need to 
get down to the level below 
without hitting our head on 
this. » 


a, Cimb/jurp up 
the set of blocks, 
grab the sole Small 
Medipack sitting up 
here, then head South 
@ to this edge. 


am, from the edge, do a Hop 

back, then take one step 
back by holding down R1 
and pushing back on the D- 
pad. This ts the perfect 2 
position for Lara to jump to 
the ledge below. 


ra 


y 9) ge 
below, but this will adjust 
your fall ever-so-slightly that 
you'll tand perfectly without 

hitting the stalactite. 


em, Crawl Lara around and 
the crawlspace 


am, Don’t gawk at him too 

long. Turn to the left 
(North) and make a Running 
jump and a Grab for the 
climbable wall texture 
the way. 


a ae 


at, Foliow this next ledge around 
and do yet another Running 
Jump and a Grab to the next one 
above. 


em, Shimmy over to the 
beam (so you won't take 
any more damage) and climb 
up. You'll find yourself on the 
platform from which we 
dove into this deadly cavern. 


So ra 

am, Execute a Running jump and a. 
Grab it and then pull Lara up 

into it. You're temporarily safe in 

here. Take a short breather if you 

need it (now would be a good time 

to think how cool the author's of 

this book are). 


em, Pull Lara up and you'll 
come face-to-face with 
Horus. Yikes! 


Face the West wail and 

climb like you've never 
climbed before. A cut scene. 
takes place and shows Lara 
placing the Amulet and 
sealing Horus in the cavern. 
Ok, buh-bye. — 


em, f you threw the switch 
in the room down below 
(you did throw the switch, 
didn’t you?), then the gate 
in this room should be 
opened. Head on through. 


am We're not quite out of the 

woods yet. A trio of sliding 
pillars stand in our way. Follow the 
same procedure from before and 
you should slip by them with no 
problem. 


am, AS SOON as you enter this 
next reom, head to the 
left wall and stay there. A 
few huge pillars come 
crashing down, slamming 
into the middle of the room. 


wm, TO cross the spike-filled 

pit just beyond the 
fallen pillar, take a Running 
Jump and a Grab from its 
ledge. 


a —_ 

wm, Stay along the left wall — 
and execute another 

Running Jump and a Grab to 

get safely across, There is a 

crevice that you can grab 

onto. Shimmy over and pull 


when 
up. Another pillar comes 
crashing down to crush you 
like a little bug. 


am, this time, go to the right 

(going left will get you crushed) 
and do another Running jump and 
Grab across the pit. Before pulling 
Lara up, Shimmy her over to the left 
so she's positioned in the middle 
(darker-colored block) of the ledge. 


em, Pull her up and ore mt 
through and out of 
Pyramid. Good job civbesies 


wonder if this is truly Lara’s Last 
Revelation. 


j or 
om, The Credits roll with some cool 
egyptian tunes and the game is 
officially over. Congratulations, 
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